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2 Devil's Horsemen — RULES OF PLAY

1 . O | ntro d u Ct| on the various tactical strategies available, how the different types of

The Devil's HorsemefTDH) simulates, in game form, four of the weapons system may bes'F be used and how_best to (try to) protect
against them. The one thing to remember is that the more you

major battles the Mongols fo_ught In the West to exert their *Ynow about your units and how they act/interact, the better
premacy over the largest empire the world has ever known. TDH IS

the tenth volume in the Great Battles of History Series. commander you will be.

e For Those Who Have Played the SysterifDH retains all the core
TDH uses the same “basic” system Gataphract(Vol. Vi), rules from the earlier titles, except for those marked withA

including modifications from thigttila” module, plusrule changes umber of familiar rules have been dropped, reflecting the changes

and additions that portray the Mongol’s tactical concepts anai tory and the March of Time have wrought. You will note the
advances in weaponry, especially archery. We also have changlea )

: o . ncreased effectiveness of missile units due to the use of the
the Rally rule to something more historical, and certainly mor . . .
. . : omposite Bow, so a thorough review of the Charts & Tables is
interesting. Any rules changes fr@ataphraciare noted with a <<

indicator. heartily recommended.

We also have included historical notes so you can see what

questions of military history arose from the individual battles.2 O Components and Terms

There is also the usual section on Terminology, all so that you can

understand more fully where we are going—and where it all cam@.1 The Maps

from. Finally, there are indicators of how long and how well-Each battle uses game maps on which is overlaid a hex grid to
balanced (in terms of having a chance to win) the battles are—aétgulate movement and combat. The effects of the different types
based on playtest experience and input. Your experiences, to @eterrain on the map are covered in the rules and charts.

sure, may vary. ] ]
2.2 The Playing Pieces

A Note for Players There are three types of playing pieces, or counters: combat units,

The Devil's Horsemenyhile not an overly difficult game to learn, representing the various types of fighting troops; leaders, the

understand or play, uses a tactical system which most rewards th@3g@ividuals who command the troops; and information markers,

who know what their men can do and how to exploit the capabilitiegsed to note certain types of information necessary for play.

of even the worst of them. This is a very cavalry-archery Orlenteg|>2.21 Combat units:All combat units are rated numerically for

style of warfare, much the same aataphract,but with some : . o :

) . . . their Troop Quality (TQ) and Movement capability. Units capable

interesting tactical refinements and better weaponry. To calmlg .y S o . A
f firing missiles also have a Missile Indicator, indicating the type

blunder into battle with a “let’'s see what happens here” theory |st(())f missile used (B = Simple Bow, C= Composite Bow, CB =

be invited to dinner by the Khan, and get to lie under the tablr%rossbow, etc.). The Missile Table gives the Ranges for these

getting crushed to death (a uniqgue Mongol form of dinner theate issiles. Each combat unit has two sides.

For Those Who Have Never Played a Historical Simulation . . .
. ) : .+ When many non-Mongol units are flipped, the reverse side
Before: We wouldn’t normally recommend this game for novices, . . . N )
indicates they have “Moved” once that Turn and will suffer

butyou've already unfolded your yurt, soyou m|ght_ as W.e” givelt Cohesion penalties ifiwhen they move again that turn; see 6.1.
a shot. Your main problem will be that war gaming, like most

introspective systems in life, has its own language. That languagewhen a Mongol unit and certain other units (such as Mamluk LC)
is the main barrier to enjoyment, much like the first time you tried are flipped, it indicates it is Dismounted and fighting on foot.
to use a computer (or setthe clock on your VCR). Also, the rules useMounted cavalry, other than Knights, that have a Dismounted
a“sectional” approach that, while makes reading them a somewhaskide, do not suffer Cohesion Hits from “excess” movement while
disjointed process to the uninitiated, does help you find things a lotmounted. They do so while Dismounted, however.

guicker when you need them. Above all, this is supposed to be Fun,

so don’ttake anything we say too seriously, and sort of slide througHS TORICAL NOTE: This change to the reverse side of Mongol
the rules to see what those mysterious words mean. (The sectionc@Yalry reflects two historical points. One is the hardiness of
Terminology is most helpful in this case.) This will get you goingM0ngol units, increased by the fact that Mongol horsemen cam-
more or less. We then suggest you start with *Ayn Jalut; set it lR{;ugned Wlth_ about 4-5 horse_s, and several sources indicate they
(that means put all the designated counters in their assignéH’yed fresh in battle by changing horses during the fray. As for the

“starting” hexes), turn to the Rules Section called Sequence of Plagismounted” side, see the Rout rules, below.

(3.0) and simply start doing what that sequence tells you t0 d9,2oEach unit is a certain Type (HI, LC, etc.), the type being used
referring to the rules when you don’t understand what to do nex, jetermine certain combat results and effectiveness vis a vis other

After about 20-30 minutes you'll be just as good at this sort ofthing,pes_ Some types are subdivided by Class: (e.g., Cataphracts
as we are. Knights). The unit’s “type” denotes the weapons it used as well as

For Those Who Have Not Played the System Befor&ven if Whethe_r any armqr/protection was worn. Type is important in
you are quite familiar with simulation gaming, we suggest thafi€términing Superiority (see 9.18).

you set up the ‘Ayn Jalut scenario a_nd push the cognte_rs aroupgg Examples of Units

for a turn or two before actually starting a game. This will reveal
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Devil's Horsemen — RULES OF PLAY

Leaders have a variety of ratings, used to rate their Initiative and
Command, as well as their fighting, capabilities—both as leaders
and individually. These are discussed in 84.1.

Informational Markers, such as “Shock-Check TQ", “#'s” (repre-

Sample Leader—Front (Activated Side)

Rank\\ E
Command Range_| E? — Command

L
izl .
Elite Indicator (see 5.5) 54 E\ Charisma

Initiative

L — Name

Line Commands

Rear (Finished Side)

E
E%—L— Finished Indicator
B-TH

Sample Contingent Commander

Rank\i i-” Name
+— Contingent
Command Range | JEH-
/

I~ Charisma

Initiative  No Line Commands

Possible

Sample Combat Units

Type of Missile
Tumen 1.D.—~ Tymm3] yp
.| Unit Type (Heavy Cavalr
UnitI.D./ﬁli ype (Heavy Y)
i

— Movement Allowance

Troop Quality (TQ)

Sample Markers

Eifrh‘u:l Disordered Geghis K | Standards
v (11.61) F (11.31)
MIEE |.E One Volley Smoke (see
m Remaining (8.14) special rules)
MIEE LF| out of Missiles LI'EA# | Must Shock
M @1 SHOLK| (7.32)
Check T0
¥ Disordered with One Must Shock No
Volley Remaining TQ Check (7.32)
T0 Check
AN | Routed (11.13, TREMFED | Trumped
_]= 1 11.41) i (5.44)
M Moved [IE,I.‘.E[I Engaged
(6.14) el (11.2)
H p Rallied Cohesion Marker
10| a152) (11.1)
No Line Crossbhow
Command FIRED Fired
In Column U[T1015] | Leader
(6.41) lIIIHH Wounded

senting Cohesion Points lost), “Routed”, “Missile Low”, etc., are
used to record certain game functions, as discussed below.

Cataphract

ERTeren §
5 s 1831 Heavy Cavalry
(Indicated by HC in a
Ly black box)

Knight
Heavy Cavalry

Dismounted
Knight/Heavy
Infantry

Light Cavalry
- -“"“}-: Triangle indicates
Shower Fire Tactics
(8.2)

Light Cavalry

LC in a box indicates
Feigned Retreat
capability (6.7).

E
-i
T ia

Heavy Infantry
(Dismounted Mongol
Cavalry)

"

Medium
Infantry (front)

Medium
Infantry (back).
Stripe indicates unit
has Moved.

Light Infantry

E8| (S| Sad| | Bl

-

Mongol
Artillery

s

2.3 Charts, Tables, and the Die

The use of each chart and table is explained in the rules. The game
uses a 10-sided die; the ‘0’ is treated as a ‘0’ (nota ‘10’), and is less
than ‘1.

2.4 Terminology
Knowledge of the following game terms will be useful for play.

Activated Leader = The leader who is giving Orders or Line
Commands to his troops at any given instant. Only one leader may
be active at any one time.

Class = Subcategory within type, used to differentiate between
various weapons systems within a tyXAMPLE: Knight

Cohesion= A unit’s ability to remain in an organized, fighting
formation. In the game this is measured in the form of Cohesion
Hits.

Disorder = A formation-oriented status attained by cavalry units
after shock combat, whether victorious or not.

Inactive Leader = A leader who has yet to be activated and is still
eligible to be activated.

Finished Leader= A leader who has previously been activated that

© 2004 GMT Games, LLC



4 Devil's Horsemen — RULES OF PLAY

turn and is Finished, and may not be activated again. Leaders magSIGN NOTE: We are no longer using “Size” ratings. We know,
be Finished for other reasons, such as being Wounded, failurettosome extent, the overall army numbers. However, individual
Trump, etc. units within that army were often not “named” as we know it and,

Leader = | h ble with th qc der. Lead therefore, are, for game purposes, homogenous when it comes to
eader = Interchangeable with the word Commander. Lea €lSize. To that extent, the number of men in an individual “unit” is not

were the generals who commanded and influenced the troops. an issue

MA = Acronym _fyor a units baS|_c_ Mo_veme_nt Allowance. _It a_llso Knowledge of the following types of combat units/terms will be
represents a unit’s maneuverability vis a vis the other units in trlfseful for play

game.

Missile Volley = Friendly units shooting arrows at enemy units. both horse and rider were covered with often spectacu-

Momentum = The mechanic by which a leader can undertake mote— lar lamellar layered armor and helmets, quite similar to

than one Orders Phase in a turn. that worn by the Japanese in later years. Some, mostly Russian and
Polovtsian, included full face masks. These are elite troops, meant

Noyan = Mongolian subordinate commander, usually in charge ofr the final blow, armed with bow, sword, mace, lance, and awhole

a single tumen. host of weapons of messy destruction.

'f“:",“i! Heavy Cavalry (Cataphracted): Cavalry in which

Orders Phase= The period during a turn when a Leader gives Tmmi| Heayy Cavalry: Armored riders, unarmored horses.

Individual Orders or Line Commands to his troops to move an Wlfl These were usually the second-tier of heavy cavalry,
fight. men who could not afford the spectacular protection

Order/Line Command = The two methods leaders have Ofgettingafforded to the elite. Some carried bows and arrows, most used
swords and mace, with occasional lances.

their troops to move. Orders apply to individual units; Line Coms

mands to entire groups of units. In terms of whether a leader cg9ES|IGN NOTE: For years it was thought that the Mongol armies
may issue an Order or a Line Command they are treated separatggre comprised solely of poorly dressed, virtually unarmored light
Orlok = Mongolian Army Commander, sometimes there Weré:avalry: Recent rese_arch and archa_eological discov_eries have
more than one at a battle. shown just the opposﬁce: Mong_ol armies usu_ally contal_ned about

40% heavy cavalry, with the elite units sporting extensive armor,
Shock Combat= Hand-to-hand, (and, often literally, eyeball-to- some of it quite colorful, although not as visually spectacular as
eyeball), hack and thrust, slash and crash, melee. that of the Russians.

Superiority = The relative capabilities and “killing” effectiveness
ofthe opposing weapons/armor systems. Superiority, when achiev
will substantially increase an opponent’s losses in Cohesion Hite

Knights: Heavy European cavalry, where the rider was
protected by plate armor and driven by the European
code of battlefield chivalry, a form of channel-vision

T - M | df h Id call a divisi | aggression that served little purpose in a large battle. Most of the
umen = Mongol word for what we would call a division. It weaponry was sword, with the occasional lance.

numbers approximately 10,000 men. The Mongol army was orga-
nized on a strict decimal level, with each tumen containing 1| ™1 | Light Cavalry: As heavy infantry was to the Romans,
minghans, or regiments, and so forth, down the decimal line. Uni “".l}jﬁ and hoplites to the Greeks, so was bow-armed Light
did not always (or even usually) have their full “paper” contingent.——"= Cavalry to the Eurasian steppe tribes that formed most
of the armies in the game. Sporting a composite bow or great
o . ) capability, wearing some felt (and for the Mongols, silk underwear)
R_atmg Is, by far, the most important number a combat unit ha_ls. I'rotection, and not much else, the steppe LC could ride and fire, ride
will be consulted constantly throughout play—at almost any t'm_ nd fire, all day long. Some did it better than others, but they were

a gnitdoes something that wil endanger its cohesion. The COheS'QW pretty much derived from the same theories and practices. They
Hit and TQ Check Charts summarize when a player uses the TQ. | & partial to shock combat, at all

Rating.

TQ = Acronym for the all-important Troop Quality rating. The TQ

™3| Heavy Infantry: There are no Heavy Infantry units, per
'UIIH se. However, Heavy Cavalry may dismount, and when
: they do, they become Heavy Infantry ... armored,
gﬁfelds and swords delineating that status.

Trump = The mechanic by which an enemy leader can stop
friendly leader from undergoing an Orders Phase and transfer tf
phase to that enemy leader. It also can be used by a friendly lea
to go before another, lower-rated friendly leader.

Medium Infantry: Most infantry of the era and area,
when there was any —the Russians did use large infantry
contingents — was what the game would treat as “Me-
dium”. Medium Infantry were sword and spear-armed, with a metal
Zone of Control (ZOC) = The hexes—usually directly to the front helmet but body armor of leather or another non-metal substance.
of a unit—into which that unit exerts, by its presence, enougRussian infantry could be effective against cavalry because they
“influence’ so as to inhibit freedom of movement. were quite adept in using their spears to best effect.

Balica
Type = General, categorical description of a combat unit, usuall ‘T_]'L
used to determine combat effectiveness and results. Examples:| * LI
(Heavy Infantry), HC (Heavy Cavalry), etc.
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Devil's Horsemen — RULES OF PLAY 5

e Light Infantry: This class denotes archers, sequence [9.1]:

¢, ey o

:--ﬁ ‘Wl & {j| crossbowmen and other similar troops, used a. Shock Designation: all non-moving, eligible units that choose
h ﬂh solely for fire capabilities. They were neither  to Shock are given Shock-No Check markers.

armed nor trained for shock combatandhadto |, The Charge (Pre-Shock TQ Check)

be protected against same by other units. There also are SOME b osolution of Possible Leader Casualties
rabble-level conscripts herein, so poorly armed and trained that we "’

have relegated them to Light Infantry status. d.Resolve the Sh_OCk‘
e. Check for possible Collapse

1

Faar

Asme | Artillery: Ranges from the large spear-throwing cross-
r.-:h bow-like mechanisms of the Polovtsian to the primitiveC. Momentum Phase OR Return to “A”.
gunpowder tubes the Mongols adapted from their yearghe player whose leader was activated in the immediately preced-

of warfare with the Chinese. ing Orders Phase may attempt a Momentum die roll to give that
leader another Orders Phase (Phase “B"), or, play returns to Phase

2.5 Game Scale “A” for any leaders that remain un-activated.

Each foot unit represents about 500 men. Each mounted unit

represents about 350 men. D. Rally Phase

Each hex is approximately 100 yards from side to side. Each gar%.eRemove Rallied” and "Disordered” markers.

turn covers about 20 minutes of real time, although gamers ShOlﬁ Rout Movement: Routed units must undergo Rout Movement

not take that too literally. 11.42]. o o ] o
3. Reload SegmentEligible missile units may get more missiles
2.6 Game Length [8.15]

There is no Turn Record Track, although there are game turns.4AArmy Withdrawal Check: Each player checks to see if his army
battle is fought until one side withdraws/routs—so there is (usually) has reached its Withdrawal level.
no need to keep track of how many turns have passed. We hay/glip all “Moved” units and “Finished” leaders back to their front

provided a variety of battles in terms of size: 2 small (1/2 map), 1 sides. Remove any Moved/No Line Command markers.

medium (full map), and 1 large (2 maps). The half-map battles will ] )
take 3-4 hours to play while the larger two will go twice that. At the conclusion of the Rally Phase that game turn is concluded

and another game turn begins. There are no set number of turns. The
battle continues until one side withdraws.

3.0 The Sequence of Play

Players activate each of their leaders in the order determined %
their Initiative Rating per 5.1. When a leader is activated he gives * O Lead €rs

orders which allow units within range to move and conduct combag©mbat units may not move or missile fire without getting either an
After all leaders are Finished, each player checks for Army With@rder or a Line Command from a leader. Those combat units that

drawal after which that game turn is concluded. receive such Orders during a turn, or that are within Command
range of that same leader, or executing an Uncontrolled Aggres-
A. Leader Activation Phase sion, may conduct Shock Combat. Each leader counter has two

The player with the lowest-Initiative-rated leader, who has not yegides: “Active” and “Finished”. A leader who has not yet been or is
been activated, activates that leader. If that Leader wishes to isdi@W activated uses his Active side. A leader who has concluded its
a Line Command, he rolls for the ability at this point [4.23]. Thagctivation is flipped to his Finished side.

player may attempt to by-pass that Leader’s turn by Trumping his Leader—Front (Activated Side)

own leader [5.41].

Rank—[ ammer— NaMe

B. Orders Phase Command Range | I =+— Contingent
1.Movement and Missile Fire Segment. Elte Indicator (see 5.5).1 BTEBN— charisma
a. For each Individual Order issued by an activated leader the I.nitiative LiNe Commands
player may perform any one function listed [5.22] with one
combat unit or leader. OR, 4.1 Leader Counters
b. For each Line Command issued, a number of units within randeach leader possesses several ratings:
of the leader may Move and/(?r Fire MISS”eS [5'.23]' (_)R’ Initiative (Activated Side only): Denotes his basic ability to
¢. Perform a,Standard Rally which requires all units adjacent (o) forces and make rapid decisions. Initiative is used to
the leader’s Standard to make a Rally die roll (see 11.54). determine the order of leader activation and the chances of that
Units capable of Orderly Withdrawal [6.5], Feigned Retreat [6.7]jeader being able to use Momentum. It also defines the number of
and/or Reaction Fire [8.4] may do so throughout this segment. |ngjvidual Orders that leader may issue per Orders Phase. The
better leaders have higher ratings.

2. Shock Combat SegmentAfter a leader has finished issuing
orders, eligible units engage in Shock combat, using the followingjite Commander Initiative: This refers to leaders with a red

© 2004 GMT Games, LLC



6 Devil's Horsemen — RULES OF PLAY

triangle next to their Initiative; see 5.5 for use. above and the Line eligibility requirements given in the scenario

Line C d (Acti dsid M)Th b he right of instructions carefully and refrain from adding exceptions and
ine Command (Activated Side only).The number to the right o conditions from prior games that are not there. For example, there

the Initiative Rating indicates that, if eligible [4.23], that Ieader-iS no requirement that the leader be within any specific distance

instead of issuing a series of orders to agiven numberofunits—mf;%m the units in the Line as long as the units are within twice his

gsue_ a Movzand/or Fdlre order to all qnlts mEhat number O;Lmeﬁommand Range. All eligibility requirements are determined at the
ontingent Comman ers may not issue Line commands anQsiant the Line Command is issued. See also 5.24 #3.
therefore do not have this rating.

4.241n order for a leader to move, that leader must either issue an

Commﬁ_ni Rhan?e (g\ctlvated Sldeh(_)nlly)_'ifhe_ basDe range Irr:_hexesalégdividual Order to himself, receive an Individual Order from the
over which that leader may exert his Initiative. Denotes his over verall Commander, or move at the same time as the Line to which

presence on the battle_zfield_, as well as the presence of his aides f%9ssued a Line Command. See, also, 6.15.
the effectiveness of his abilities.

4.25A leader, other than the Overall Commander (see 4.3), who is
in an enemy Zone of Control may not issue Orders or Line
Commands—either to combat units or to himself, and thus may not
>>Charisma: Denotes his ability to Rally his troops and aid themmove out of that enemy ZOC—unless and until he is moved out of
in Shock Combat. that ZOC by an Order from the Overall Commander.

PLAY NOTE: Some armies have more than one “Overall” com
mander. The individual scenarios cover this situation.

The Movement Allowance (MA)of a leader is not printed on the 4-26A leaderwhois “Finished” [5.15] may notissue Orders or Line
counter. Rather, the number of Movement Points a Leader m&Pmmands. However, he may move, but only if ordered by an
expend in a single Orders Phase is nine (9) for all leaders. Overall Commander to do so.

4.2 Leader Capabilities 4.3 Command System

There are three types of leadersTibH: Overall Commanders, 4-31 Overall Commanders:Overall Commanders (OC) function
Subordinate Commanders, and Contingent Commanders. Secti#¢ other leaders except that, when activated, an OC can:

4.3 describes the Command System, while this section describksLeave an enemy ZOC by issuing an Individual Order to them-
the general capabilities of all leaders. When activated, a leader mayselves (this costs two (2) orders);

issue either Individual Orders or Line Commands. He may not d. They may issue Individual Orders to other, friendly leaders (one
both. leader per Orders Phase) to move them. If the leader to be moved

4.21A leader may give Individual Orders to any friendly combat starts in an enemy ZOC it costs the OC two (2) Orders to move

. AR : . that leader. Note that an OC in an enemy ZOC may not issue an
units within his Command Range (subject to Command Restric- ) ' i
. S Order to move another leader; he must first leave that ZOC,;
tions), which is an unobstructed path of hexes equal to or less than . ] ] _
the range traced between leader and unit. Count the unit’s hex, b}]tAutomatucally issue Line Commands; _ _ _
not the leader’s. A path is obstructed by hexes occupied by enerfly Use their Command Range to allow subordinates to issue Line
units, a hex in an enemy Zone of Control (ZOC), or terrain a leader Commands.
could not cross or enter. Friendly combat units negate enemy ZO8sUse an Order to replace an eliminated leader

for purposes of tracing order paths. All other paths are consider CEéA ) : .
unobstructed. Command Ranges are calculated at the instant PE) Y NOTE: An OC in an enemy ZO.C can only perfgrm item #1
above—leave an enemy ZOC. Immediately upon leaving an enemy

Order is given. ZOC, an OC can again issue individual Orders and, if applicable,
4.22 An Individual Order allows one friendly unit to conduct use its Command Range to allow other subordinates to issue Line
movement and/or missile volley, rally a unit, etc., as per 5.22. In@ommands. The OC cannot issue Line Commands immediately
given Orders Phase a leader may issue a number of orders equalfter leaving an enemy ZOC, but could issue Line Commands
his Initiative Rating. Once a leader can give no more Orders artliring subsequent activations if it meets the conditions to do so.

cannot be activated again, flip him to his Finished side. >>4.32 Subordinate Commanders:Subordinate Commanders

>>4.23A leader, instead of issuing Individual Orders, may issu¢SC) function like other leaders with respect to Individual Orders,
Line Commands (most leaders can only issue one) if he is eligiblut to be eligible to issue a Line Command they must start their
to do so. Units issued a Line Command may Move and/or Fire; séetivation Phase, as follows:

5.23. ALine consists of units only of the same type and organizatig
as denoted in the individual scenario Command//Leaders and Lings
rules. All units comprising a given Line must be within twice the
Command Range of the leader involved. The path is traced as if he
were giving an order (see 4.21). Units in a Line do not have to stay
together when they move, and all eligible units do not have to take

part. 2. If a Subordinate Commander is not within his Overall

PLAYER NOTE: Line Commands are handled differently than in Eomgander’sd(';orr;?a:rlld Izange th”e. plat?’/]erdmay S(’;'” attempt a
prior games in the series. Experienced players should read the ine Lommand for that leader by rofling the die and comparing

If within the Overall Commander’'s Command Range, the sub-

ordinate may automatically issue a Line Command (no die roll

necessary). That ability to issue a Line Command stays with that
leader for that turn, into any immediately succeeding Momen-

tum activation. Or,
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Devil's Horsemen — RULES OF PLAY 7

it to his Initiative: map the leader is eliminated.

» Ifthe DR is the same as or lower than that leader’s Initiative, th’Z:. If the enemy combat unitis a mounted unit, roll the die. If the die

Line Com_mar_1d may be Issued.. o roll is higher than that leader’s Initiative Rating, the leader is
* Ifthe DR is higher, the Leader is Finished. eliminated (Captured/Killed). If the die roll is the same as or

In either case, the Subordinate Commander must meet the require!OWer, place the leader with the nearest friendly unit, as above.

ments listed in [4.23]. In certain scenarios, Subordinate Comman(; either case, if the leader cannot trace a path to the nearest friendly
ers may be further restricted as to the nationality/types of units thgf;o,gh passable terrain that s clear of enemy units and their ZOCs

they may command. (friendly combat units negate enemy ZOCs for purposes of tracing
PLAYER NOTE: Other than the above, there is no restriction whefiS Path), itis eliminated instead.
the Subordinate Commander may issue a Line Command. 54 43 Leaders, other than the Overall Commander, may be

EXAMPLE: At the Indus River Emir Timur Malik can give OrdersReplaced when eliminated by the OC issuing an Order to Replace
and Line Commands only to the Khwarazmian Right Wing units. gfallen subordinate with a Replacement leader. Eliminated Mongol
Timur Malik is outside Shah Jalal ad-Din’s Command Range of Hoyan and other specifically designated leaders are simply placed

hexes, he would have to roll his Initiative (5) or less to issue a Linfd®ck on the map. The OC does not need to be within range of any
Command. particular unit; simply place the Replacement leader in any hex

containing a unit he is capable of commanding. The Replacement
3. For the first turn of the game (only), all subordinates may issueader is considered “Finished” for that turn; he may not give
Line Commands without a die roll. orders, nor initiate shock combat for units within range, until the
PLAY NOTE: #3 accounts for orders issued pre-battle by the Oé'.eXt trn. T_he_nu_mberof Replacementleaders providedis ao_lesign-
intent play limitation. If there are no Replacement leaders available,
4.33 Contingent Commanders:Contingent Commanders (CC) a dead leader may not be replaced.

function like other leaders with respect to Individual OrdersDESIGN NOTE: A single, “named” Subordinate Commander

However: . . .
. o ) ) counter actually represents more than one “man”, in terms of their
» They may issue Orders only to the units in their contingent (note[5iresence on the field.

on the counter).
« The may not issue Line Commands >>4.44Unless indicated otherwise in the individual scenario, an
Overall Commander that is eliminated is not replaced; no other
leader takes over. If a replacement is available per the scenario, that
PLAY NOTE: Some Subordinate Commanders are really Contirnreplacement is treated as a Subordinate Commander (4.32), not an
gent Commanders but without the last two restrictions. Overall Commander.

e They may not use Trump or Momentum,

DESIGN NOTE: Players will soon realize that Line Commands are
a very efficient way to move large numbers of units. However, L

do restrict what a leader may do. For example, a leader issuingcg .0 Leader Activation and
Line Command to move may not rally units in that Orders Phas() rd ers

4.4 Leaders and Combat Leaders issue Orders or Line Commands in the Orders Phase.

This section covers general rules relating to leaders and enehk§aders may not issue any orders until they are Activated. Players

combat units. For specific rules for casualties during Shock, séBay use the Momentum rule to give an activated leader up to two
9.15. additional Orders Phases. They may also use the Trump Option to

activate a Leader sooner than usual.
4.411 eaders may enter enemy ZOCs only if stacked with a friendly ) _
combat unit or that ZOC already contains a friendly combat unit\" Important Note:For the sake of brevity, the word “order” will
Like combat units, leaders, too, must cease movement for th@l§0 mean a Line Command (LC), unless the rule specifically uses
Order upon entering an enemy ZOC. A leader may leave an eneffy¢ term Individual Order (l0) to distinguish it from a LC.
ZOC by himself, but only if he receives orders from the Overal

Commander: see 4.3. IS.l How To Activate Leaders

5.11All leaders start the turn Inactive, and each has the opportunity
>>4 42A |leader stacked with a friendly combat unit that undertaket become Activated and issue Orders. After they complete issuing
an Orderly Withdrawal (6.5) may withdraw with that unit. Theorders, they are then Finished.
instant any enemy combat unit moves adjacent to a leader, that _ o .
leader may conduct an Orderly Withdrawal if stacked with @-12Each game tum starts with one player activating one of his
friendly combat unit. However, if at that instant the leader is alon aders. Leaders are activated in the order of their Initiative rating,

in the hex or stacked with a non-combat unit, one of the followinétamng with the lowest to highest. In case of ties, roll a die; high roll
happens: goes first, with players then alternating amongst the remaining,

similarly-rated leaders. If two leaders on the same side have the
1. If the enemy combat unit is a foot unit, simply place that leadesame Initiative Rating the owning player decides which one goes
with the nearest friendly unit; if there are no friendly units on thdirst. See, however, 5.4.
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8 Devil's Horsemen — RULES OF PLAY

5.130nly Inactive leaders that have not previously been activate®l An activated leader may issue a Line Command and move along
in that turn are eligible for activation, with the exception of the with thatLine aslong as he starts in the same hex as a moving unit
Momentum Rule (5.3) and Elite Commanders (5.5). from that Line. However, he does not have to remain with that

L unit/line, as long as he ends movement in nhormal Command
EXAMPLE OF ORDER OF ACTIVATION: At Liegnitz, the Order

. : ) Range of one unit in that Line.
of Activation, exclusive of possible Trump attempts, would b . L
. . Cpr i . The Overall Commander (OC) may issue an Individual Order to
Boleslaw, then a die roll to see which of the ‘4’ Initiative leaders

. : : o move another leader (which is helpful if that leader is in an enemy
goes first, with the players alternating among the similarly rated ; .
A . Z0C, which requires two such orders). He may use a LC to move
leaders, then a die roll to see if the Hvy Cavalry Noyan or . : : o
. ; another leader only if that leader is stacked with a combat unit in
Wenceslas/Henry go next, and finally a die roll to see whether :
. : that Line.
Poppo or Baidan/Kaidan go next. ) _ ) i
5. A leader may move with a unit undergoing Orderly Withdrawal
5.14 A leader may be activated a maximum of three (3) times in [6.5] if he is stacked with that unit.

succession in a single game-turn (using Momentum for the last two ) .
times). An exception is in reference to the “succession” requireE—'ZSAlthOUQh agiven combat unit may be ordered_ to_ mMove more
ment with respect to Elite Initiative [5.5]. than once per game turn, it may not move (and/or Missile Fire) more

than once per Order Phase [6.11, 6.12].

5.15A leader is Finished when one of the following occurs: XAMPLE: At Lieanitz. if a M |HC unitis ordered t b
1.The leader has completed an Orders Phase and does notior ' \egnitz, 'a longo unitis ordered to move by
. the Hvy Cavalry Noyan it may not be ordered by the Hvy Cavalry
cannot) make a Momentum attempt; or "
Noyan to move again in that Order Phase. It may, however, be so

2.The leader is _Trumped by an enemy leader; or ordered by the Hvy Cavalry Noyan if he gets a second (Momentum)
3. The leader fails a Trump or Momentum attempt. activation.

4. A player declines to use that leader when it is his turn; i.e., he

“passes”. 5.26 Orders/Line Commands are not used to directly precipitate
shock combat, which occurs in a subsequent Segment [9.1]. Indi-
vidual orders can be used for Missile Fire, however [8.1]. Reaction
5.16When a leader is Finished, flip his counter over to so indicaté=ire does not require orders; it occurs in response to enemy actions.

A Finished leader cannot undertake any further Orders Phases that
turn. 5.27Any leader—other than the Overall Commander—who starts

an Orders Phase in an enemy ZOC can notissue orders (as per 4.25).
5.2 The Orders Phase However, his Command Range may still be used to designate units
5.21 Once activated, a leader can give a number of IndividudP €ngage in Shock Combatin thatsegmentofthe Orders Phase (See
Orders equal to his Initiative rating to units OR, he can issue a Lir/-31), S0 he is not entirely useless. Moreover, unless he comes
Command(s), OR he can conduct a Standard Rally as per 11.58nder 5.15, or he has used his Range to allow his combat units to

fight (as above), he is not “Finished” simply because he is in an
EXAMPLE: Thus, when Subudei is activated he can either issue gaemy ZOC; just “otherwise occupied.” If, later in the turn, he
to seven (7) Individual Orders or two (2) Line Commands for thapecomes eligible to issue orders, the player must activate him
activation. He may choose to issue less (or none); he may not isstigfore any higher-rated leaders. However, leaders so activated “out
more in that Orders Phase. of order” may not use Momentum. [See 4.24, 4.31 and 5.24 for
moving leaders in an enemy ZOC].

5. The leader fails a Line Command attempt (see 4.32).

5.22Each Individual Order allows the player to
1. Move any one unit. Missile units may fire a missile volley at anfEXAMPLE: At Liegnitz, Poppo starts the turnin an enemy ZOC. He

time during their movement [8.1]; or cannot issue Orders or Line Commands, but can use his Command
2. Individual Missile Fire with any missile unit (without Move- Range to enable his Teutonic Knights to Shock Attack. Poppo would

ment); or be Finished for the turn. Henry can use an Order later in the turn
3. Remove two Cohesion Hits [11.14]; or to move Poppo out of the enemy ZOC, but Poppo remains Finished.
4. Attempt to Rally a Routed unit [11.51]; or DESIGN NOTE: The ability of leaders in an enemy ZOC to allow

5. Replace an eliminated leader (Overall Commander only) [4.53]nits in their range that are already in contact with the enemy to

>>5.23Each Line Command allows all the units of certain type Shock—even if that leader cannot do anything else—is more a
) .?unction of the units’ proximity to the enemy than the leader’s

that are within twice the leader's command range and meet the Llng. ; LT
Eligibility requirements [4.23] to Move/ Missile Fire asif they were? lity, range, awareness, etc. The Leader ZOC limitation is simply
that—a “play” limitation that keeps this sort of thing under control.

just given an individual order.

5.28After a leader has issued all of the orders he wishes (or can),

friendly units engage in Shock in the ensuing Shock Segment, as
lineated by the Introduction to 9.1.

5.24Leaders may move under the following conditions:

1. An activated leader may issue an Individual Order to himself a
move alone.

2. An activated leader may issue an Individual Order to a unit with.29After Shock combat has been completed, that Orders Phase is
which he is stacked and move along with it. The leader muéinished. Two things may now happen:
remain with the moving combat unit and end up in the same hek. The player may attempt to gain a Momentum Orders Phase [5.3]
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for the leader who just finished the Orders Phase; or 5.41 Active Player Trump Option. The player whose turn it
2.The next, eligible leader with the lowest Initiative Rating isnormally would be to activate his lowest-rated leaders may, instead,
activated (subject to Trumping), returning to Phase “A”. attempt to activate any other inactive leader with a higher Initiative

o rating. To do this the player must roll the latter’s Initiative rating or
When all leaders are Finished the players proceed to the Rallss on the die. If successful that leader is now activated; if
Phase. unsuccessful, the originally designated leader is activated and the
one who is attempting the Trump is Finished. Contingent Com-

5.3 Momentum ) .. manders may not make Trump attempts.
PLAYER’S NOTE: Momentum (and Trumping, below) are highly

useful and powerful gambits, especially for the Player with supee XAMPLE: At the Indus, the Khwarazmian player, instead of
rior leadership. However, there is usually a 20-40% chance ddictivating the Emir Malik, could attempt to activate Shah Jalal ad-
backfiring; when that occurs, Momentum can often provide thdin by Trumping. Aroll of 0—6 would be successful, but on a 7-9 the
opponent with major possibilities. Trump would fail. If the attempt succeeds, Shah al-Din activates

. _ . instead of Emir Malik. If the attempt fails Emir Malik activates, and
5.31Atthe conclusion of the Orders Phase, if the leader who issueq 11, al-Din is Finished

orders for that Phase
« is not in an enemy ZOC, and 5.42 Inactive Player Trump Options.The opposing player has
« was not previously Trumped or Bypassed (5.44) two Trump options, each usable under different circumstances.

may attempt to undertake an additional Orders Phase with that satd 'umping the Trump. If—and only if—the Active player is

leader. In order to do so, that leader must pass a Momentum die roliSuccessful with his trump (5.41) the opposing player then has the
option of attempting to trump that first trump activation with his

5.32The player rolls the die and compares the result to the leader'sown leader—if that leader has an equal or higher Initiative rating.
Initiative Rating. If it is the same or less than the rating that leader If successful this leader is immediately activated; if unsuccessful

starts another Orders Phase (Phase B); if it is more than the ratinghe initial trump activated leader activates and the leader attempt-
that leader is Finished for the turn. ing the trump is Finished.

EXAMPLE: Thus, Poppo, Grand master of the Teutonic Knights XAMPLE: Using the example in 5.41, if the Khwarazmian player
would need a die roll of 0-6 to gain Momentum; a 7-9 would Finisfs successful, the Mongol player then could use Genghis Khan to
him. attempt to Trump the trump. If the Mongol player rolls a 9, the Shah
would remain activated and Genghis would be Finished, otherwise

5.33If the Momentum die roll is a ‘9, then the die is immediatelyGenghis is activated

rolled again.
1.Ifthe second die rollis a ‘9’ then no further leader activation may Momentum Trump: If the active player is successful attempt-
occur this turn, and play goes directly to the Rally Phase. ing a Momentum die roll, the opposing player may attempt to

2. If the second die roll is a ‘0’ or ‘1’, Paralysis occurs. That player trump in the same fashion as in Trumping the Trump, above.

_may_not_a<_:tivate any further 'e?d_ers fo_r theturn, but his OpponeEB(AMPLE: At the Indus, Shah al-Din has been successful with a

is still eligible t? actl\./ate‘rem’alnlng eligible Ieadgrs. Momentum attempt. The Mongol player will have none of that so
3._If th.e ;econd die roll is a '2—-8' the leader attempting Momenturjgeg Genghis Khan to attempt a Trump. He rolls a ‘7", and instead

is Finished. Go Back to Phase “A". of the Shah activating, Genghis activates instead, and the Shah is

5.34 Momentum die rolls apply only to a leader who has jusfinished for the turn.

finished an Orders Phase. You may not apply Momentum o &ter the successfully Trumping leader has finished his set of
leader who Finished several phases ago. Orders/LCs, play reverts back to the standard, lowest-available-

Exception: A leader first activated by the Elite rule [5.5], then |€@der-goes procedure.

I:il/lctivatetd again—Iater in the turn—may still roll for one additionaly 43Each side is allowed only one Trump attempt per activation.
omentum.

>>5.44 A leader who fails a trump attempt, or has been trumped
5.4 The Trump Option when either trying for Momentum or attempting a Trump, is
DESIGN NOTE: This is a game mechanic that is intended tBinished. Aninactive leader who has not yet been activated and has
simulate the effect of superiority in the area of command. As suchm Initiative Rating less than or equal to that of the Trumping leader,
itis likely to be used almost exclusively by the player with palpablv orwas subjectto an Active Player Trump, is still eligible
better leaders (such as Subodei). The “inferior” player will often| ITREWF for activation. However, this “Bypassed Leader” may
find that, for him, its best application is when it backfires on hig ’ not use Momentum that turn. (Use the “Trumped / No
supposedly better opponent. To that extent, players should intlin Momentum” markers to indicate this).
aware that, simply because this option is available doesn’'t mean
should be used indiscriminately.

IgLAYER NOTE: Bypass applies to both players units. So ifthe Shah
is successful in Trumping Emir Malik (see 5.41 example), not only
Prior to each leader’s activation, both players are given one optiovill all Khwarazmian leaders be unable to use Momentum, but also
to trump that leader’s activation. the Mongol leaders Kutuku, Tului, Bela, and all the Noyans.
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5.45A leader may be activated only once per game-turn, althougbismounted units are affected by 6.13.

that activation may be extended by Momentum. Finished IeadeIrDSLAY NOTE: We h ided “Moved" K hel
may not be activated again that turn. - We have provided some "Moved” markers to help

remember who has/hasn’t moved.
5.46 A leader that successfully trumps cannot pass. He must issue ) :
an order to a unit to move or fire, or he must use his Range to orq%p'SACt'Vated Leaders may move any number ofti M
units to Shock attack. A unit is considered to have moved for tH8 & UM or Orders Phase, but they may not exceed

purpose of this rule if it ends the phase in a hex different from th@lotted hine MA per phase. See, also, 6.64 and 6

one in which it started (a change of Facing is not enough). ?;c?ggr;n?ggengfg]zgyZ?]‘atlzrgsf?ost;al_negaedsafinhgav o

5.5 Elite Commanders

This rule simulates the marked superiority of certain comman
ers—such as Genghis—especially in their ability to “get going
before their opposition.

§$-2 Movement Restrictions
6.21As a unit moves it traces a path of contiguous hexes through
the hex grid, paying the cost of each hex entered. One unit's
movement must be completed before another can begin.
A player with an Elite Overall Commander (indicated by the 29 A uni b di directi binat ¢
triangle nextto his Initiative Rating) has the option to start each tur@I . unlthay € moved in anly |rect|orr]1 or (;](_)rrrl]_lnat_lor} 0
with a single Elite Initiative Orders Phase. This E-I Orders Pha re(itlolns. dowiver, au_n|t mahyon VZT“E“?‘ exwhic f!StO |ths ront
may be undertaken by the OC or by any one subordinate leader ; 1 ;f; Er ora gmt_tor(i z?]nge_ wecﬂo_n It must first change
is in his Command Range, regardless of Initiative Rating, agcmg[ 12] by pivoting in the hex it occupies.
deS|gnated_by the player. That leader may not use Momentum é(?S Natural Terrain
continue this El Phase. After that Phase is completed, the cho . : .
. . - SIGN NOTE: Because these were cavalry-oriented armies,
leader or OC reverts to inactive (but not Finished) status. He has .
virtually all battles were fought on as flat and clear a piece of
undergone only one Orders Phase for purposes of 5.14 and may be . .
. : ; oo ground as could be found. Some care was also taken in using
activated again, using normal activation rules. : .
natural barriers, such as rivers, to secure flanks.

Ifboth players have an elite OC, at the start of each turn each playlﬁnrere is always a cost in Movement Points to enter/cross each type
rolls a die, to which he adds his Elite Commander’s Initiative Y yp

Rating. High roll wins the Elite phase. If the adjusted die roll is atie;,)f terrain. In addition, there may be a possible Cohesion Hit penalty

neither player can use the E-l Phase. 0 do so, depending on the unit and/or terrain type.
6.31A unit expends Movement Points for each hex it enters and for
some hex sides crossed. Most units also pay extra Movement Points

6 O M ovement to move into a hex of higher elevation.
6.1 Movement Allowances >>6.32A unit usually receives a Cohesion Hit whenever it changes

DESIGN NOTE: Movement Allowances simulate not only the timlevation or enters Rough/Woods terrain. All Cohesion Hits due to
it takes a unit to move from point ‘a’ to point ‘b’, but also its movement, including all advances after combat and facing changes,

maneuverability relative to other, different-type units as well as thé"® applied the instant they occur. Leaders never suffer cohesion
tactical doctrines applied to deploying those units. penalties.

6.11 A combat unit's printed Movement Allowance is the basicPESIGN ’\"‘OTE: L’J,nlike many other games in this series, there is
allowance for a single order. A combat unit receiving an order me&Most no “Rough” terrain here, the exception being the elevated

move up to its printed MA. Units may move less than their printe§f"rain around Ayn Jalut.
MA [see 9.31 Uncontrolled Aggression for an important exceptionls 33 A nex containing two types of terrain uses the “majority”

6.12There is no limit to the number of times a combat unit ma)}errain. Thus hex 1325 at Liegnitz, while it does contain some Clear,
move in a single turn; however; it may move only once per Ordef§ & W0ods hex in game terms.

Phase. 6.34 Certain hexes are impassable: no unit may enter such a hex.

6.13After the first time a unitmoves in aturn, flip it to its “Moved” g 35 moving unit must have enough MPs to pay the terrain cost

side (but see 6.14 below). “Moved” units may use their full MA.of entering a hex:; ifit doesn't, it cannot enter that hex. Units also pay
However, each time a “Moved” unit is moved, it suffers a Cohesiop, ovement point costs to change facing; [7.12].

Hit [11.1]. This hit penalty does not apply to advances after combat

or units using Orderly Withdrawal [6.53]. (Compare this to the>>6.36Elevation and rivers may also affect shock combat results
“terrain-mandated” hits in [9.21]). Firing without movement is notby adjusting the column under which the players roll to determine
movement for the purposes of this section. losses, as per the Shock Combat Results Table.

>>6.14Certain mounted units are not affected by 6.13; they do né.37The Movement Costs ChartThis chart gives the Movement
flip to a “Moved” side. In fact, they have no Moved side, which iscosts and Cohesion Hits for each type of unit moving (or changing
the way you recognize which units this includes. Knights, evefacing in) into/across a specific type of terrain.

though they do not have a “Moved” side, are affected by 6.13.
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6.4 Column Movement nounced. When changing formation from column to normal, the
DESIGN NOTE: On the battlefield, infantry, and some cavalryunitis always faced to the vertex on either side of the hex side. There
moved in a battle formation that would, in later centuries, be callets no cost to do so.

“Line.” They were capable, however, of using a much looser, morg 44.Col . . ther their f Ih he flank
mobile formation (in modern terms, “Column”) for more rapid olumn units move into either their frontal hex or the flan

movement. In addition, because the units were not in an extendedc> adjacent?o the frontal hex. There is no C_OS“” MP’S_tO change
line that constantly needed dressing to be effective, the effects %ﬁlnghto move into a frontal-flank hex; there is to move into any
movement upon a unit’s “cohesion” were not as drastic. other hex.

>>6.410n being given a move order, any infantry unit that is n0§.45Units In (_Zol_umn have their TQ ratings Ferr_lporgrily reduced by
wo (=2). Units in column may not use Missile Fire nor conduct

in an enemy ZOC or Routed may change to (or from) “Column” a . .
the conclusion of its Movement. It costs one MP to change form hock combat. Th_e only thing they do_|s_m0ve. I ShOCk attacked
an enemy unit, the attacking unit is automatically Attack

tion, either in or out of Column, so the unit must have at least o . dl ¢ Positi W
m MP remaining to do so. In order for a unitto use ColumrPuPerior, regardless of Position or Weapon system.

o Movement it must start the Orders Phase in Columng 46if an In Column unitis shock attacked, at the conclusion of that
Mt Use the “In Column” markers to indicate this status. Orders Phase the unit automatically goes back to its normal combat
formation at the cost of one additional Cohesion Hit, even if that hit

6.42Units In Column increase their MA by one (usually from ‘5’ t o Routl
to ‘6’). In addition, the only Cohesion costs a unit In Column paygvere to cause it to Rout:

are the ones marked with a “COL" on the Terrain Chart. 6.47In Column units may not use Orderly Withdrawal, nor may

EXAMPLE: Units In Column pay the Cohesion cost for movingT;hey move through other units.

through steep banks (Kalka), but they do not pay such for crossir§>6 5 Orderly Withdrawal

a Stream. Orderly Withdrawal is a form of retreat carried out during the

6.43Units in Column must face the hex side (not the vertex) anlflovement Segment, in the face of an approaching enemy, in which
only the hex directly in front of them is frontal. The change in facinglighter”, but faster and more maneuverable, units can avoid getting
is effected when the change to (or from) Column status is ag¥ushed.

HelAleE WPy
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iMr - 1MP

Ordesly
o MPs Wimdisaal
1P
[ire Missiles, ma P
1 WP than Rotat -
Ry TS
1MP
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Muuieg firaugh
e Friemly Linll
LR A ,r..
1 WP 1MF
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I-T':
1MPp B ni
Ll [

kv ©

' {TCabesing MR rE::- - .
® of = odE EHe EHo

et

EXAMPLE OF MOVEMENT: Unit A moves 9 MPs paying one is possible from the knight HC because the Mongol HC unit/has
extra MP (+1 MP) to cross the stream and +1 MP to rotate. Unit higher Movement Allowance than the knight. Units E and F
B moves 5 hexes, paying +1 MP to move through a friendly unispend their entire MA to surround the enemy knight unit. Note
fires its missiles (at no MP cost [8.11]), rotates (+1 MP) and thethat both units rotated before they moved adjacent bedause
moves back two hexes—at a total cost of 9 MPs. Unit C is a heagpanging facing is normally not allowed in an EZOC (7.13). Unit
infantry unit which incurred one cohesion hit when Unit B moveds moves within two hexes of the Teutonic Knight unit allow{ng
through it. Unit D moves adjacent to the enemy unit at a cost df to exercise its Orderly Withdrawal option—which it does

4 MPs and must cease movement (7.21). No Orderly Withdrawatoving backwards two hexes (2 MPs).
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DESIGN AND PLAY NOTE: OW is an extremely valuable mane.58Orderly Withdrawal takes place during the opposing player’s
ver. Therefore, we have gone to great lengths to explain this rul®ovement—a unit may not Withdraw in the Shock Combat seg-

6.51Duri M S d Iment. The attacking/moving unit may continue to complete its
. uring an enemy Movement Segment, any un-routed cavalty .\« oot in the face of such withdrawal.

unit not in an enemy ZOC [7.2] may avoid contact with an enemy
infantry unit the instant the infantry moves within two hexes of the.>g g Stacking

“defending” cavalry unit. This case also applies if the moving U”iétacking refers to more than one unit in a hex at any one time,

starts its move at a range of two hexes. In addition, Light Cavalyhether during movement or at the completion of movement, or
(LC) that are ineligible for Feigned Retreat (see 6.7) may perfo”&uring retreats or advances.

Orderly Withdrawal, as described above, against enemy Heavy

Cavalry (HC). Light Cavalry (LC*) don’t use Orderly Withdrawal 6.61 The Basic Stacking Rule’A hex may contain, without
against opposing cavalry, but instead use Feigned Retreat (6.7)pgalty, one combat unit ... no more. Leaders and informational
described below. markers do not count for stacking purposes (but see 6.67). A hex

may contain any number of leaders/markers.
PLAY NOTE: Infantry never gets to use OW.

. - DESIGN/PLAY NOTE: The stacking rules are very simple — com-
6.52To undertake OW, the defending cavalry unit Withdraws up 2t unit may not end a move (of any type) stacked with any unit.
e

a number of Movement Points (not hexes) equal to the differenc
between the unit's movement allowances away from the advancii®g62 A unit may never move into or through a hex containing an
unit. Withdrawal must occur the instant the enemy unit moves intenemy combat unit.

two hex range (stop moving the friendly unit temporarily), or the

option is lost. Cavalry units that qualify as a Line may withdraw a_§.63Units may move through Friendly combat units at the follow-

a ‘clump’ if any part of that ‘Line’ conducts Orderly Withdrawal. ing costs:
For Leaders, see 4.42. * the unit expending Movement Points pays 1 MP, in addition to

_ o o ) the terrain. There is no movement penalty for units when moving
PLAY NOTE: Yes, it says within two hexes, so any (eligible) friendly i, terms of hexes (usually advances or retreats).
un!t can W’lthdraw ifan enemy moves .W'thm two hex?s’ evenif th-atif any HIl or Ml are involved, each such unit suffers 1 Cohesion
unit doesn’t actually move in his direction. Thus the friendly player Hit

must make his decision to withdraw before the moving enemy makes , )
his full intentions clear! < a Routed unit that moves through (or is moved through by) a

friendly unit is eliminated.

withdrawal at no facing change cost in Cohesion Hits or Movement ~qombat unit

Points. It does, however, pay any of the usual Cohesion penalties for _ . _ .
terrain entered/crossed during the withdrawal. At the completion LAY NOTE: There is no Stacking Chart, as in previous GBoH
withdrawal, if it wishes to change facing it pays any Cohesiogames.

penalties inherent in such change. 6.64 Combat units may enter a hex containing only a leader at no

PLAY NOTE: Orderly Withdrawal is a “retreat” in the face of an movement or cohesion cost. However, Leaders pay an additional
approaching enemy, long before that enemy can close. This is wipvement Point (+1 MP) to enter a hex occupied by a combat unit.

the withdrawing unit can return to the original facing (with mini-

mum cohesion cost) it had before the enemy approached. In pl Gg;SSA combat unit stacked with a Leader may Orderly Withdraw
: y app ' pa( .5) together. If they withdraw together, they must stay together
game terms, you simply move the counter backwards.

(Remember that the Leader may also withdraw using 4.42).
6.541f the Withdrawing unit was being approached from a rear or )
flank hex it suffers a 1 point Cohesion Penalty before withdrawing>>6.7 Feigned Retreat

i ] ] ] o ) _ 6.71 Light Cavalry from certain armies may use a tactic called
6.551f a Withdrawing unit reaches its TQ Rating in Cohesion hits=gjgned Retreat. This enables defending units to retreat, drawing

it Routs [11.41]. their attackers in pursuit away from their lines, and then

6.56A unit may withdraw an unlimited number of times during aturn on them, counter-attacking. Only units whose ty ._,.F"ﬂ:
game turn, but the 6.53 and 6.54 penalties apply to each, individdgiters are in a box may used Feigned Retreat, and | - {’ﬂﬁ
withdrawal. No movement points are expended and no orders dR&y use it only against enemy cavalry. _

needed for combat units. HISTORICAL NOTE: Feigned Retreat was a favorite tactic of
6.57 A unit may not withdraw into an enemy ZOC or any hex intoSteppe cavalry, such as the Mongols—who made it famous, histori-
which movement would be prohibited. Stacking restrictions (6.6ally —and the Polovtsians. The Russians had learned it from the
apply during withdrawal. Bow armed cavalry units may use DirecPolovtsians, and the Mamluks, essentially ex-pat steppe Turks,
fire (only) as part of an Orderly Withdrawal against infantry only.were also familiar with the tactic. Some were better atit than others.
The range is always treated as two (2) hexes and the fire Té1€ tactic was used more in an operational setting than on the
conducted prior to the movement. All moving modifiers apply. Abattlefield, especially where the Mongols are concerned.
withdrawing unitis limited to one missile fire per triggering unit per

Orders Phase.
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6.72Feigned Retreat is used Defensively, the instant an enemy uifithe reacting unit did not have a clear LOS into the hex from which
moves (or begins its move) within two hexes. (See 8.3 for a simildne retreating unit started its retreat, there is no die roll and the
tactic in Offensive/Attack use.). Feigned Retreat may not be usadfects in bullet #2 above apply.
by a unitin an enemy ZOC, nor may be it used against a target that

is in a friendly ZOC. Feigned retreat is voluntary.

6.75Feigned Retreats are conducted individually. If two or more
defending units are eligible to use FR per 6.73, the defending player

6.73When an eligible defending unit has an enemy cavalry unpicks the unit to be resolved first. If the moving unit passes his
move within two hexes (or it began its move within two hexes) it

does the following:
1. It announces it is attempting Feigned Retreat.

2. It retreats from three to five hexes (not less, not more), using t
general principle that Retreats are “away” from enemy units. If th
path is blocked by enemy-occupied hexes or ZOC, it cannot
retreat. The unit using Feigned Retreat must change its facing
reflect the direction in which it is heading (at no MP cost). All
stacking rules apply.

3. The attacking unit uses the FR Reaction die roll (6.74) to seq|i

it must follow, using the path of hexes taken by the retreating un
regardless of how far it has moved that phase. The pursuing u

ignores enemy ZOCs, but must stop if the path is blocked by &

enemy unit. The defending player’s units may not conduct Reactiq
Fire at the pursuing unit, nor may the pursuing unit use Missile Fir

4. If the pursuing unitis able to move within two hexes with a vacani

hex in between, the retreating unit then rolls the die.

Ifthe DR is the same as or lower than the retreating unit's TQ, th
unit may turn around and immediately either fire its missiles 3
the pursuer from its current hex, or move one hex adjacentto t
pursuer and either fire its missiles or Shock attack it; either or
or the other, not both. The pursuer may not use Reaction Fire
either circumstance.

If the DR is higher than the retreating unit's TQ, the Feigne
Retreat has failed, and the pursuer may immediately mov
forward adjacent to the retreating unit and either fire at th
retreating unit or Shock attack it (from the rear).

All Shock resulting from a Feigned Retreat requiresa TQ Check p
9.14

unit for that Orders Phase.

PLAY NOTE: All Shock Attacks in ‘3’ and ‘4’ are part of the
Feigned Retreat, and are resolved immediately, before going on
other units.

6.74 Reaction to Feigned RetreatThe unit that triggered the
Feigned Retreat (FR) must check to see if it has “swallowed th
bait”. The player rolls the die, comparing the DR to that unit's FH
Reaction Rating, given in each scenario. If a unit is stacked with
leader, subtract one (-1) from the Reaction die roll.

« If the DR is higher than the FR Reaction Rating, the target Mu
Pursue (per 6.73[3]).

* If the DR is the same as or lower than the FR Reaction Ratin
the target stands, even as the attacker using FR moves away
per 6.73[2]. The target unit may continue with its movemen
(but see 6.75).
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PIEXAMPLE OF FEIGNED RETREAT: Mounted Knight unit
moves within two hexes of enemy LC units C and D.

our hexes. Mounted Knights in the Liegnitz scenario ha
Feigned Retreat Reaction Rating of 2, so a die roll of 0
necessary to avoid chasing the Mongol unit—it succeeds
tdViongol player is disappointed, but he is allowed to do and
Feigned Retreat with unit D and moves that unit 5 hexes.
mounted knight fails its reaction die roll and must pursue
retreating unit. When the mounted knight is two hexes a
€rom unit D, the Mongol player rolls a die to see if the Feig
Retreat is successful—a die roll less than or equal to 6 (it
&ating). The Mongol player rolls a 5 which allows him to turn
unit around and fire the unit's composite Bow at the knigh

o

tThe Teutonic Knight unit (B) now moves and it too mo
within two hexes of a Mongol LC unit. The Mongol play
g’dgclares a Feigned Retreat and moves it three hexes. The
X ?ans its reaction die roll and must pursue. However, this timg
Mongol LC unit fails its TQ check and so cannot turn arod
The Teutonic knight then moves adjacent to the Mongol LC
and the European player decides to shock attack it from the

\
[he

L .| Mongol player decides to use Feigned Retreat and moves {init C
The activity in #4 concludes the movement phase for the pursuing goipiay g
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reaction check, the defending player picks the next eligible uni7.22 ZOCs do not extend into a hex into which movement is
etc., until either there are no more eligible units or until the movingrohibited.

player fails a reaction check and must pursue. _ : .
7.23 A unit must cease movement the instant it enters an enemy

6.76FR may be used any number of times in a single turn by a singl®©C. A unitthat begins movementin an enemy ZOC may move out

unit. However, units may not FR off the map. of the enemy ZOC only if:

1. Itis the Overall Commander issuing two Orders to himself;

2. ltis a leader issued two Orders by his OC,;

3. Itis a combat unit that can receive an order to move, has at least
one unoccupied frontal hex, and its printed MA is greater than
the MA of any enemy unit exerting a ZOC on it.

6.8 Movement Costs Chart.
See Charts and tables.

7.0 Facing and ZOCs . o
7.24A unit leaving an enemy ZOC may immediately enter another

7.1 Facing enemy ZOC, but would then cease movement for the remainder of

>>7.11Allunits must be faced in a hex so that the top of the unit (thghat Orders Phase. Units leaving a Missile unit's ZOC are subject
side with its name) faces into the vertex of the hex (between two hex Retire Reaction Fire [8.41].

sides, as below). The two hexes to the front are called the Frontal ] ) ]
Hexes; those to the side, the Flanks, and those behind, the Rear’-A>!f opposing units extend a ZOC extend into the same hex they

unit may only move into a hex to its Front. are both considered to “control” that hex.

7.3 Shock Requirements for Units in ZOC

Front Front 7.31Some units with enemy units in their ZOC must Shock Attack,

— while others may choose to:
Flank A Flank ) ]
YE[E A. Inthe Shock Combat Phase, “heavy” combat units—those units

noted with a “plus” [+] on the Superiority Chart—that moved

Rear Rear during the current Orders Phase must undertake a Shock Attack

against all enemy units in their ZOC.

>>7.12In order for a unit to change its facing it must pivot withing || other “lighter” units that so moved may choose to undertake
its hex. All infantry units (this includes Dismounted Cavalry) paygngock.

a cost of one movement point for each vertex shifted. Cavalry units

pay one movement point to face in any direction. Leaders do nét Any unit issued Fire (only) orders, or those simply within the
expend movement points to change facing. activated Leader’'s command range may choose to attack all enemy

) ) ) combat units in their (friendly) ZOCs. [7.32, 9.11].
>>7.13A unit may not change facing after entering an enemy ZOC.

Exception: Units advancing after combat [9.22] may change facing32The moving player places a “SHOCK-Check TQ” marker on
one vertex. A unit that begins the Movement Segment in the ZO©Pp of each moving “heavy” unit (7.31[A]) the instant that moving
of one enemy unit may use up to one half its MA (rounded up) iHnit moves adjacent to an enemy unit. The moving unit must Shock
facing changes. A unit that changes facing in this manner may nattack in the ensuing Shock segment. Units that are eligible to—but
use Missile Fire, nor may it conduct Shock Combat, nor may it uséo not have to—attack, because they moved as per 7.31[B], also

7.23 #3 to leave that ZOC. A unit that is in the ZOC of more thafeceive a “SHOCK-Check TQ” marker the instant they finish
one enemy unit may not change facing. movement if, at that instant, the player chooses to shock

_ _ o ) '-?1'-“""'.# attack with that unit. Non-moving Units under 7.31 [C]
>>7.14U_n|ts that change facing within a Rough terrain hex suffe [:hh:iTll are given “SHOCK-No Check” markers at the begin-
a one-point Cohesion penalty for each vertex for which they do ning of the Shock Combat Segment. These Shock
SHOCK | markers delineate which units will have to undergo a
pre-Shock TQ check [9.14]. Only units with Shock
markers may Shock attack.

7.15 Reaction Facing ChangeAny unit may change facing one
vertex per Phase when an enemy unit moves adjacent to it (and 1 Tfj [hezk
includes Advances after Combat). It may not do so if it is already

player_rolls one die after qhanglng facing. If_the DRis hlgher thaghat it has a Mongol HC unit in its ZOC; the Russian HC has a
the unit's TQ, apply the difference (DR — unit's TQ) as hits to thegHOoCK-Check TQ” marker placed on top of it because it has to
reacting unit. There is no die roll for cavalry units. attack. A Mongol Light Cavalry unit moving adjacent to an infantry
unitdoes not have to shock attack; however, the moving player must
7.2 Zones of Control (ZOC) And Shock state his decision on whether or not to do so as it finishes movement.

Requirements . . _If he wishes it to attack, he must place a “SHOCK-Check TQ"
7.21All combat units exert a Zone of Control, but only into their . xer on top.

Front hexes—even those that are out of missiles. Routed units and
leaders do not exert ZOCs.
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8.0 Missile Combat missile volleys until they roll an unadjusted ‘6—9’ when resolving

PLAY NOTE: There are two kinds of Combat: Missile and Shoc%.n.y “?'SS!'e c_ombat, atwhich p0|nt_ p_Iace a Missile Low marker on
e . It, indicating it has one volley remaining. See 8.25 for when the die
Missile combat occurs as part of—or instead of—movement at an

point during the Movement segment of an Orders Phase. Sho't%(m"ed for units capable of multiple firing.

combat comes in its own segment—at the conclusion of the Mo&4f any “Missile Low” unit fires flip the marker over td MISSILE
ment Segment, after all orders have been issued and movemeritgMissile No side to indicate there are no missiles | g
completed. A missile unit can participate in both types of combag fire. A unit with a Missile No marker may not fire
during the same Order Phase. any time.

8.1 Missile Volley 8.15Any friendly “Missile Low” or “Missile No” unit that is:

HISTORICAL NOTE: The ubiquitous use of the Composite Boil. not in an enemy ZOC, and

during this period made Missile fire a major force on the battlefield2. is not within Missile Fire Range and Direct Fire LOS of an
The “simple” bow of ancient history is now either a Short Bow enemy unit (that is not ‘Missile No’), may Reload during the
(much better than the ones used more than a millennium ago butReload segment of the Rally Phase by simply removing any
found almost only in Europe) or a much more effective Composite Missile Low/No markers.

Bow. The use of archers as a major component in an army is, in the o ) o

East, mostly mounted. The Longbow does not make an appearafc&8A missile unit can shoot a missile volley only at an enemy
here, and its use as a major force of infantry-based armies is about {&rget unit to which it has an unobstructed Line Of Sight (LOS).

a century away. There may have been occasional uses for javelins AN LOS is calculated by tracing a path of hexes between the
but there is not enough evidence of such to include them. center of the hex the missile unitis in and the same for the target

unit, through the firing unit’s frontal or flank hex sides. LOS is
8.11There are three types of missile units in TDH: Short Bows (B), blocked if any part of a hex of higher elevation is between the two
Composite Bows (C) and Crossbows (CB). When given an indi- units. If the LOS is blocked, missiles may not be fired. Woods
vidual order, individual missile units can move, fire, or fire during hexes block LOS.
movement. A Line of Missile units given a Line Command may fire ] o ) o .
during—or instead of—their movement. The units in the Line gdexeeption: Missile Units may always fire into adjacent frontal or

not have to conduct the same action (some may move, others ik hexes.
fire without moving, while still others may both move and fire). Asg 17Combat units block LOS except in the following situations:

unltmayflr_e dunng movement_only iFit mov_eq forward” (towards LOS is never blocked by combat units when using Arched Fire
the target) immediately preceding actually firing. (See the example, . _ _ .
LOS is never blocked by friendly combat units when using H&D

below.) Firing during movement does not cost any movement ics (8.3
points; however, see 8.18[45]. tactics (8.3).

EXAMPLE: A Mongol Light Cavalry unit may move 4 hexes
forward, fire at an enemy four hexes away, and then use i

remaining points to ride away. Lompasite
Bowr Fond

n

>>8.12Missile Fire may occur:
1. As an Order or Line Command

2. As Reaction Fire [see 8.4] Bu:u;upuﬁﬁ g / 4 ?
>>8.13A Missile unit may fire at any single target unit which is
within its Missile Range—which extends from its frontal and/or oW
flank hexes and to which it can trace a Line of Sight (LOS) [8.16]. Fonl 9 7 4
Missile units must each fire individually; they may not combing
fire. Engaged units may not be the target of Missile Fire (see 11.2)
) ) ) ) Crasshow
Important Note: Certain units are allowed a more rapid, volumi- Mouslizd 4 4
nous rate of Fire; see 8.2.
8.14 Missile Supply.A missile unit may fire if it has at least one Short Bow 5 4

missile volley remaining.

1. Composite Bow (C) and Short Bow (B) Armed Archers and units
have an unlimited number of missile volleys until they roll anl The diagram above shows the range of each of the Missile [Type

unadjusted ‘9’ when resolving any missile combat. {** units. The numbers in the hexes are To Hit numbers.| For
the instant one of these units rolls an unadjusted f-“IES LE example, a dismounted Mongol cavalry unit with a compdsite
place a Missile Low marker on it, indicating it has o m bow (top unit) will hit a target two hexes away on a die rol| of

volley remaining. 0-8 (assuming there are no other modifiers). See the Missile

Range and Results Chart (10.1) for a complete list of modifjers.

2. Crossbow-armed Infantry (CB) have an unlimited number df
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+ LOS is not blocked by friendly units adjacent to a unit using>> 8.2 Rate of Fire: Shower Fire Tactics
Direct Fire. 8.21Certain archers, those with their Missile Type in a red triangle

. . . . may use Shower Fire tactics. Shower Fire must be preannounced,
Note that C and B missile types may use either Arched oerectﬂrSut may be used by individual units while others, activated that

Crossbows may only use Direct Fire. phase, are doing something else.

PLAY NOTE: LOS, while not a r_najqr problem in most of thes§.22 Shower Fire may be used either by Activated units, or by
battles because of the flat terrain, is often a cause of “pIayeEIefending units using Reaction Fire (8.4)

tension”. We suggest that missile LOS rules be interpreted strictly,
while LC LOS for Line Command rules be interpreted liberally. Thé&.23 Mounted Shower Fire:When mounted archers capable of
former are trying to shoot at a target; the latter are simply tryingShower Fire, use Shower Fire:

to see if everyone is in place. » Reduce their Movement Allowance to ‘5’

>>8.18The Missile Range and Results Chart [10.1], in coordina® Subtract Mo (._2) from each. Missile table die roll.
tion with the Fire vs. Armor effectiveness Chart [10.2] is used t& Become Missile Low on a die roll ‘8’ or ‘9’

determine the effect of Missile volleys. For each firing unit: 8.24. Foot Shower Fire:When Dismounted archers capable of
* First, the firing player announces whether his unit is using Dire%.hO\}ver Fire. use Showér Fire:

or Arched Ffre. » They may not move, if activated.
* Then, the firing player consults the FvA Effect Chart to see what Subtract three (~3) from each Missile table die roll,

the die roll adjustment is for that firing type against the type of B Missile L die roll ‘7. ‘8", or ‘9’
armor protection of the target unit. * become Vissiie Low on a die roll 7', 's, or

» The player now rolls one die and, adjusts that DR by all thelISTORICAL NOTE: While the major archery tactic of the Eur-
adjustments listed below and on the Missile Range/Resultssian steppe cavalry was Harassment and Dispersal (8.3), the
Chart. If the adjusted die roll is equal to or less than the ratingliddle Eastern Turkish tribes preferred what the sources call
indicated on this chart for that range, the target unit takes orghower Fire. (They did adopt Mongol tactics for a short while, after
Cohesion Hit. If the die roll was greater than the missile unitthe appearance and success of the latter, but quickly returned to
volley strength then it misses. favoring Shower Fire). Using Shower Fire trained archers, on foot,

. . . Id fire 5 shafts i der 3 ds.
The following die roll adjustments are made: couldlire 5 shafls in under > seconds

1. Those on the FvA Effect Table. 8.25Any activated infantry units (or dismounted cavalry) armed

2. If the missile unit moved/will move (this does include FeignedVith @ composite bow (Missile type C) that does not move during
Retreat 6.7), add one (+1) to the die roll. the phase in which it is activated, can fire twice. These units need

3. Shower Fire (see 8.23 and 8.24) not fire at the same target. Missile supply is checked on the 2nd die

. . L . Il only. When firing twice, Sh Fi th d.
4. Terrain, although there is none in this game that adjusts tﬁg ony en 1ifing fwice, SROWer Fire may not be use

effectiveness of missile fire. 8.26Units capable of Shower Fire may not use Harassment and

L . . Dispersal tactics, nor may they used Feigned Retreat.
All combat effects from missile combat are immediate and occur P y hey 9

before any other unit is moved/fires. DESIGN NOTE: The above rule, 8.26, is based on the fact that

EXAMPLE OF FIRE: At the Kalka River, a Polovtsian LC fires a[_la_rhn;;ezigdnaoﬁtﬁgeeggfhr one method of missile combat or the other.

aMongol HC unitatarange of three hexes using Arched Fire. Since
the LC intends to move after the shot, a+1is added tothe DR. Thete.g 3 Harassment and Dispersal Tactics

is no DRM due to armor agains_t an HC target using Arched FirePLAY NOTE: This is the Attack version of Feigned Retreat. Both
;I;]hefRuss_lan player rolls a 4 which becomes a 5 due to the DRM\?/%re standard battle tactics of the Eurasian steppe tribes.
e fire misses.

_ 8.31Light Cavalry (LC) with any missile capability (Shower Fire
AHISTORICAL NOTE ON CROSSBOWS: The range of CrOSSbO\‘y&pable units are an exception per 8.26) may use H&D tactics. H&D

in the 13th century was about half that of the Composite bo%omprises a unit's entire action for that turn.
Moreover, the Europeans had not yet been introduced to the
Turkish methods of steadying fire. 8.32 LC using H&D must start within four (4) hexes (but not

i i . .adjacent to) the target unit. They may not start in an enemy ZOC,
8.19If there is a leader in the target hex and the Missile Die roll ig they must be able to trace a path of hexes clear of enemy units.
g“O”, th_ere is.a possibility the leader has been hit. Roll the die agaifj,ig path may not be traced through enemy ZOC unless that ZOC
ifthat die rollis 2’0" the leader has been Wounded. The player thqg adjacent to the target. Furthermore, they must have a clear LOS

rolls a third time; if that die roll is greater than the leader’s Initiativg heair intended target (8.16 and 8.17). H&D may not be used
Rating, the leader has been killed. See, also, 9.15. Players mayaéfainst enemy units that are in a friendly ZOC.

they wish, fire at a hex (in range) in which there is only a leader

counter. 8.33The H&D path may be through/into friendly-occupied hexes,
any non-Rough hex, or across any stream that does not cost more
than +1 to cross. If the path is traced through friendly units, the
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cohesion penalties noted in 6.63 apply. are applied before the unit moves.

8.34If the unit satisfies the above, it may fire against the selecte®l42 All Retire Reaction Fire at units moving away from the firing
target without moving (on the map that is!) The procedure is: unit is at a Range of two (2) hexes.

* Note which unit is using H&D >> 8.43 Entry Reaction:Whenever a friendly unit enters the ZOC

* Note the target, as above of an enemy missile unit, and this includes entry as a result of
« Fire the arrows as if they were being fired at one hex range  Advance after Combat, that enemy missile unit may fire a volley at
» Take return fire (8.37 and 8.43) if any (at a one-hex range) the entering unit before any further movement or friendly fire
occurs. All effects from this missile combat occur immediately.
When friendly units are moving as a Line, all movement is com-

DESIGN NOTE: Well, it is moving (to the target and then back t®leted before any Entry Fire takes place.

whence it came).We_Justellmlnated the mlcro-management._lt IS 8V 4 Reaction Fire does not require an Order

early form of the pistol-era caracole, or rather the latter is a

gunpowder adaptation of this very Eurasian steppe tribe tactic=>8.45 Return Fire. Any non-phasing unit may Missile Fire
Usual firing range was around 30 yards. “back” at an enemy unit that has fired at it. The phasing unit’s fire

8.35R ionM ifih isinf dtheinf is resolved before the return fire; they are not simultaneous. The
' ff ea<|:_t||_onh ovlemenf. t ﬁta_rgfet IS a|r|1tryr,] ar:j_ the infantry non-phasing may not use both Entry Reaction fire and Return Fire
suffers a Hit, the player for that infantry rolls the die. against the same unit.

« If the DR is the same as or lower than the printed TQ, nothing
happens DESIGN NOTE: This brings the Cataphract rules into line with

« If the DR is higher than the printed TQ, that unit must move>Mple GBoH's 7.23, and should be applied to the former.
forward one hex if there is no unit in that hex. If it can't, for any

reason, move forward, it doesn’t, with no further penalty.
8.36 Impetuosity and Aggressionlf the target unit is HC of any 9 ) O S h OCk CO m bat
type, undertake the same DR as in 8.35. However, if the DR 8.1 Shock Combat Procedure
higher, that HC must immediately move a maximum of four MBPLAY NOTE: The Shock system relies on the interaction of the
toward the firing unit by the most direct path and Shock Attack thanits’ weapons, armor protection, angle of attack and overall
firing unit (maybe). All normal movement and ZOC rules apply training and quality (TQ) to produce a single result. While no factor
The HC may not use Missile Fire. Such a reaction/charge is treatgdunimportant, the rating to pay closest attention to is the TQ, for

as part of the firing unit's movement/turn, and the resultant shoakat rating determines the ability of a unit to withstand the rigors of
(only the HC and firing unit are considered) is resolved beforee-to-toe warfare.

anything else happens. )

. C-armed LC may retreat up to two hexes when so counte’rAﬁt the completion of the Move_:ment Segment ?f an Orders Phase,
charged. This retreat is conducted before the HC advances. shock combat occurs. Shock is part ofz_ileaders Orders Phase, and

. . all shock engendered by that leader is resolved before the next

* HCfallingunder Uncontrolled Aggression (9.32) add two (+2) Yeader may be activated (or momentum attempted). All units with

their DR. either type of ‘Shock’ marker—placed as per 7.31 and 7.32—must
8.37 Units that are the target of H&D must use Reaction Facin§hock attack.

|(57.15)|;0 turr_1 anf(_j fac8e£tlge H&D units. They are also eligible to uﬁ‘?nportant Note:Each shock combat is conducted as a series of steps
ntry Reaction fire (8.43). performed in order for all units participating in shock combat—

EXAMPLE: At the Kalka River, a Galician HC (TQ 6) has been thd&efore the next step of shock combat is conducted. See 9.13 for the
target of an H&D attack by a Mongol LC from arange of four hexessequence of steps. We suggest undertaking each separate step from
The Galician HC fails his Reaction Check by rolling a 7. Thdeft to right, across the map. Players may use any system they wish
Mongol LC decides to retreat two hexes. The Galician HC adt® note what has happened up-and-down the lines of attack.

vances fOl.” MP and comes up short SO no Shock takes pla‘f?ESIGN NOTE: Itwould be easier to resolve each separate combat
However, if the Mongol LC conducted its attack from a two heéS one “piece”. However, to do so creates a “blitzkrieg” type of

range, the tW(_) hex retreat would have beep insufficient (assumi%gfect, wherein the attacker gets to choose which attacks he wants
all clear terrain) to prevent the LC from being Shock attacked. to do first so that he can achieve “breakthroughs”. Despite its

simplicity, this would be so far from reality as to render the

8.4 Reaction Fire . .

. T . - . . system—and the game—inaccurate. However, isolated shocks can
Inactive Missile units may fire in reaction to certain enemy mOVe- . nlv be resolved as a piece. if doing so would not affect other
ments into (Entry Reaction) and out of (Retire Reaction) their ZOC$S y b ' 9

as well against active units that fire against them (Return Fire). attacks. The method you choose should keep this intent in mind.

All of this occurs without moving the firing unit.

8.41 Retire Reaction\Whenever an un-routed unit leaves the ZOC9'11 Shoctf Designation Segmen‘t’_hls IS u_sed to place "SHOCK-
o . - L No Check” markers on non-moving units that Choose to Shock
of an enemy missile unit, that missile unit, if it has a range of tw

or more hexes, may fire a free volley at the moving unit. Any resul SLICT
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>>9.12 The Basic Pre-Shock ProcedurdJnits that attack by by both types of units (Shock-Check and Shock-No Check), the
Shock must attack all units in their ZOCs, unless that defending urdefender then checks TQ.

is being attacked by another, friendly unit in that Shock Segment. If the die roll is higher than a unit's TQ, it takes a number of

The attacker determines which units will be involved in each, Cohesion Hits equal to the difference between the die roll result
individual combat resolution, within the restrictions that follow. and its TQ.

* A friendly unit may attack more than one unit, as long as the. If the defender has taken sufficient Cohesion penalties to be

targeted defenders are all in the attacking unit's ZOC. equal to or greater than its TQ Rating it immediately Routs
» An attacking unit may not split its attack capabilities, although [11.41] and the attacking unit advances into the vacated hex
two (or more) units may combine to attack one defender. (where it may change its facing one vertex, if desired, if it is not

« If more than one unit is defending and/or attacking, the side with in the ZOC of another enemy unit). A Routed unit that fails this
more units (counters) gets a Column Shift on the Shock Table (+ check is eliminated.

for attacker,—for defender) equal to the difference. Important: See 9.21 for what happens to units earning Cohesion
« Each unit may attack only once per Shock Combat Segment. 4its when they advance.

» A defending unit may be shocked attacked only once per Orders )
Phase. 3. Ifthe attacker has Routed from its TQ check, Defender stays put
if not Routed.

Other than the above restrictions, the attacking player may dividg it hoth units would Rout from their TQ checks, defender retreats,

his attacks amongst his units as he sees fit. as per Rout rules, but attacker stays in place (although he is still
EXAMPLE: At the Kalka River, a Mongol Cataphracted HC moves "outed).

adjacent to a Galician MI. The Galician MI'happens already 0 bexgier the TQ check, if the attacker and the defender did not rout, go
in the ZOC of another Mongol HC. The Mongol player may eithef, the next step.

combine the two HC in the attack or attack alone with the Cataphra-

cted HC. Since the Cataphracted HC moved adjacent to the Ml un®,15 Possible Leader Casualtie€asualties to Leaders are deter-

it must Shock attack. mined prior to resolving the actual shock. If either or both sides has

] ) a leader stacked with one of the units involved in combat the player
>>9.13 An Overview of the Shock Resolution Procedur&ec- s the die for each such leader. If the die roll is a ‘', the leader

tions 9.14 through 9.18 are descriptions of the sequence afds heen Wounded. The player then rolls a second time; if that die

procedure used to resolve Shock Combat. Each step must B s greater than the leader's Initiative Rating, the leader has been
completed for all units before proceeding to the next step. Whilgjjied instead.

extensive in narrative terms, players will soon realize that these

Killed leaders are immediately removed from play [4.53].
steps are:

« If aleader is Wounded, he remains in play but all his ratings are
1. Charge (“Shock Must Check TQ") marked units and their reduced by one—to a minimum of ‘0’. A leader who has already
defenders Check TQ to see if troops will attack in an ordered been wounded before and is wounded again is, instead, killed.

9.14
manner [ ] 9.16 The Clash of Spears and Sword$he Clash of Spears and

2. Check for any Leader casualties [9.15] Swords Chart is now consulted to determine under which Shock
3. Resolve the Shock _ 'CRT column the battle will occur (prior to any adjustments). If there
a. Use Clash of Spears and Swords Chart to determine whighmore than one type of defending unit, defender chooses which

column on the Shock CRT will be used [9.16] type will be used for determination. However, if the attacker is

b. Determine Weapon, Position, and Numerical Superioritattacking with more than one unit, and such attack is coming from
[9.17 #1] more than one “angle”, the attacker chooses the angle of attack most

c. Determine whether terrain and/or leaders will have any effe@dvantageous to him. If a unit is being attacked through the vertex
[9.17 #2] between different facings, that defender gets the benefit of the most

d. Resolve the Shock using Shock Results Table [9.17 #3] advantageous facing.

e. Disorder all cavalry involved in the Shock [11.6] 9.17 The Hand-to-hand Struggle.Players now determine the

4. Check for Collapse [9.18] effect of any advantages either side has and then resolve the shock
combat:

9.14 The Charge.All units with a “SHOCK Must Check TQ”
marker [7.32] and their intended targets undergo a Troop Quality> 1. Determine Superiority: There are three (3) “types” of
(TQ) check by rolling the die for each unit, all such checks bein§uperiority:

simultaneous. + POSITION SUPERIORITY: Results when one side’s angle/

Exception: If all defending units are Routed, the attacking units position of attack Is rom the flank or rear

need not make a TQ check. The intended targets still do, afd"VEAPON SYSTEM SUPERIORITY: The weapons system and

remember, Routed units have a TQ of 1. armor/protection of one side is so superior to the other that it will
result in a marked increase in “losses” to the inferior side

Attacking units with “SHOCK-No Check” markers—and their [9.17[4]].

defenders—do not undergo this TQ check. If a unitis to be attackgdNUMERICAL SUPERIORITY: If one side has more units
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(counters) in the combat than the other, that player gets a Column ority must also be used to determine Shock Column on the Clash
Shift equal to the difference: positive (+) for the Attacker, of Spears and Swords Chart [10.4].

negative () for the Defender. . : . - T
An attacking unit does not gain Position Superiority if it's in the

Either one side or the other may (but not must) gain Position giqc of any other enemy unit, and that enemy unit is not being
Weapons Superiority, either as: Attack Superiority (AS; the mostii4cked by a different friendly unit.

common) or Defense Superiority (DS). Players determine Superi-
ority, using the Shock Superiority Chart. In many instances there & If no position superiority is attained, the opposing units check

no Superiority. their weapon class relationship [see the Shock Superiority
o ) _ Chart, 10.3] to determine if either weapon system is superior
Superiority is determined as follows: (either Attack Superior or Defense Superior) to the other. If

A. Ifafriendly unitis attacking an enemy through its Flank or Rear - more than one unit type is involved on any one side the players
it is considered Attack Superior to the defender. However, use the units they chose to determine the Shock column on the
whichever unit the attacker uses to determine Position Superi- Clash of Spears and Swords Chart.

l.::..
s
=T

-
e

OB il ] =
A Yl e A
© )
A B C D E
8 Column 7 Column 7 Column 8 Column 6 Column CRT Base Column
Shift 1R Shift 1R - - Shift 1R Numerical Superiority
x2 Def. Cohesion Hits - - - x2 Def .Cohesion Hit: Position Superiority
2(3) = 2(6) 2(2) = 2(4) 2(2) 2(3) 2(2) = 2(4) CRT Result
No No TQ Check for Rout Def. Routs Def. Routs Collapse?

EXAMPLES OF SHOCK COMBAT: The Mongol player has unit, because he wants to gain Position Superiority in the pext
moved all 8 of the above units next to the Eastern European unitgep. Flank HC against KN uses the 8 coluBiri-rontal HC vs.
As each unit moved adjacent he placed “SHOCK-Check TQKN =7 columnC: Frontal HC vs. Ml =7 columm: Frontal HC
markers (not shown) on each of his units. Note that the Cataphraat. LI = 8 columnE: Flank LC vs. LI =6 column. The higher the
HC and the HC unitsnustshock if they move adjacent to an CRT column, the better for the attacker.

enemy unit (7.31); while its voluntary for the LC units. ) o
y ( ) y STEP 4: Next, determine Attacker or Defender Superiority. [The

DIE ROLLS: In this examplall die rolls will be 5’'s—whichisa Mongol player has no Weapon Superiority in any of the attacks,
slightly better than an average roll. but has Position Superiority and Numerical Superiority as ligted

REACTION FIRE: N hat th Polish Short B . above. Position Superiority causes double the Cohesion|Hits
- Note that the two Polis ort Bow units ca gainst the defender and Numerical Superiority provides a|col-

fire a volley :_;lt thg Mongol units as the)_/ entered the _unit’s Z0 mn shift to the Shock Combat Table.
(Entry Reaction Fire 8.43). The Direct Fire would receive a +1 for

moving target and a +1 against Mongol LC/+2 against HC. ThRERT COLUMN: The “base” CRT column and modifiers gre
Short Bow’s To-Hit numbers are 0-5 at a Range of 1 hex. Die rollssted below each attack.

of 5 are modified up accordingly and result in two misses.
P gy STEP 5: Next, all Shock Combats are resolved on the Shock

STEP 1: All attacking and defending units undergo a TQ checkCombat Results Table. Rolling 5’s on each Shock combat cduses
Die rolls of 5 result in all units passing their TQ except the threthe results listed above.
Polish units. The Polish MI unit receives 1 cohesion hit and th
two Short Bow units receive two cohesion hits (the differenc
between the TQ Check die roll and their TQ rating.

TEP 6: Disorder all cavalry units (attacker and defender) in-
volved in Shock Combat.
STEP 2: Since their are no leaders involved this step is skippe‘ETEP 7 .(COLLAPSE): Units that have exceeded their TQ Ie\_/el

automatically Rout (remember that the three MI and LI upits
STEP 3: The Mongol player now consults the Clash of Spears asdffered Cohesion Hits in step 1). Units that are one away from
Swords Chart to determine which Shock CRT column to use. Faéheir must make a TQ check and Rout if they fail. Collapse results
Combat A he uses his HC unit, rather than his Cataphract H@r each unit are shown in the chart above.
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PLAYER’S NOTE: Many different types of permutations and conunit, and there are no intervening enemy units or friendly mounted
binations are possible, in terms of unit types and multiple attacunits, the player, before actually moving such units, rolls the die and
angles. The two precepts, above, should cover virtually all of thes®nsults the Chivalry Aggression (C-A) Rating of the units in

possibilities. If they don't, try to attain a result that best fits in withquestion (or the lowest rated unit in a Line) as given in the scenario.

the general principles. « If that die roll is greater than the C-A Rating, that unit, or all
2. Adjust Columns and ResolveTo resolve shock melee the Knight or European HC units in the Line, must move gpto its full
Movement Allowance towards the nearest enemy unit and Shock

Attacker consults the Shock Combat Results Table, determinesAtt K that unit. When th . th ile t tf
the “base” column and adjusts that column for any Numerical ackthatunit entnereIs more than one possible target for

Superiority and/or Terrain effects. He then rolls the die, modify- suchacharge, the moving player determines the target. However,

ing the die roll by the Charisma any Leader stacked with the units i thgre is more than one ta_rget, the target chosen must be, if
of either side. possible, one not already being so attacked.

« Ifthe dierollis the same as or lower than the C-A Rating, the units
3. Apply Results:Results on the Shock CRT are Cohesion “hits” may be moved normally
for both attacker and defender The # in parentheses is for the ] ) ) ) )
defender. Ifthe attacker was superior (AS) then double the defendeP$32 If there are intervening friendly infantry units, the Aggres-
result. If the defender was superior (DS), then triple the attacker@Vely charging cavalry will move through them to the target. There
result. If more than one unit (of the same player) was involved it§ N° costin Cohesion Hits to the moving unit, however, the infantry

that combat, cohesion hits are distributed as per 11.12. unit must undergo an immediate TQ Check. If the DR is higher than
the TQ, the unit takes a number of Hits equal to the difference. This

PLAY NOTE: If a unit has Hits in excess of its TQ, it does not Roig in addition to any hits incurred by the stationary unit per 6.63.
at this time — it will Rout during the Collapse step after all the
designated Shocks have been resolved. >>9.4 Dismounted Cavalry

. . _ HISTORICAL NOTE: There is much evidence in the sources that
9.18 The CoIIap_seAII units tha_t have Cohesion Hits equal_to O the Eurasian Steppe armies, whose military systems this game
great_er _than their TQ aut_omat|ca||y R_OUt [11'41]_; then, units thac‘,"overs, were similar to their European counterparts in that they
are within one cohesion hit of automatic rout and in an enemy Zogbmetimes dismounted their cavalry to have them fight as infantry.

must roll one die. If this die roll is less than their TQ, reduce the.< J.cured far more so than in ancient times and possibly an

unit's cohesion hits _by one; otherwise the unit routs. Attackingsensions of the occasions they used such a tactic in the early
units must advance into any vacated hex (see 9.2). Byzantine era and onwards

9.2 Advance After Combat All Mongol HC and LC type units may dismount and become
9.21Attacking units must advance into any hex vacated by enenifeavy Infantry and Light Infantry Archer units respectively. Cer-
units as a result of Shock (only), including Pre-Shock TQ checiain other non-Mongol HC units may also dismount and become Hl
rout. This does not require an Order, but the advancing unit pagsLI, as noted by a Dismounted side on their counters. Any eligible
all Cohesion penalties engendered by such a move [8.43]. If th@it that is not within range and Direct Fire LOS of an enemy
advance would rout the moving unit, it still advances and does niissile unit that is not Missile No, and not within 4 hexes of an
Rout; it does have a number of Cohesion Hits equal to its T@nemy unit, may dismount. During the movement phase the unit
minus 1. expends all of its movement allowance and flipped to its dis-
. mPunted side. The unit may assume any facing it desires. Under the
Exception: Units that cause an enemy to vacate a hex because g : . ; .
. same circumstances a dismounted cavalry unit may re-mount using
pre-Shock TQ check (not the actual shock) rout and are in anoth[%r :
) e same procedure. Dismount/mount may be conducted as part of
enemy ZOC at the time may not advance. a Line Command
9.22 Advancing units may change their facing one vertex upo
finishing the advance, even if they are in an enemy ZOC. This is

exception to 7.13.

PLAY NOTE: Given that HI is Defense Superior to all cavalry in
Eghock, this can be a valuable defensive tactic. But it is just that,
defensive. And see the Rout and Rules for Mongols.

9.23If there was more than one attacking unit, the unit that had

Superiority (if any) must advance. If no such unit, the one with the

highest TQ must advance. In case of ties, the Attacking Playg;ol O The Combat Tab|es

chooses. o . :
10.1 Missile Range and Results ChartThis chart is used to
9.24 There is no advance after Missile Fire, alone, regardless ofsolve each individual missile fire. Cross index the Missile Type
what the target unit does. and Range to determine the modified die roll needed to cause a
Cohesion Hit.

>>9.3 The Code of Chivalry: Uncontrolled _ _ _
Aggression >>10.2 The Fire vs. Armor Effectiveness ChartThis chart

9.31Whenever a Knight or European HC unit, or a Line containin@ro"ides Die roll adjustments to the Missile Results portion of that
such units, is activated, and that unit, or any Knight or European Hehart based on the effectiveness of the armor worn/carried by the

unit in that Line, is within six (6) Movement Points of an enemyt@rget compared to that of the missile being fired.
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10.3 The Shock Superiority ChartThis chart is used to compare 1. Attacker adds to his total hits the number of Hits—if any—that
the superiority (if any) of one type of unit compared to another, he would accumulate were he to advance after combat.

depending on which side is attacking or defending. Always reagl, The side that has the unit with the greatest discrepancy between
down the column from the Attacker’s point of view. (Reading hits and TQ rating Routs. If the defender is not routed, it

across, by row, gives a “false” result.) Superiority is used to remains in place; if the attacker is not routed, he advances (if
augment Cohesion hits. eligible); the unit that does not Rout has Cohesion hits equal to

10.4 Clash of Spears and Swords CharfThis chart is used to his TQ minus one (-1).

determine which Column will be used on the Shock Combat Resulgs |fthe difference betweenthe hits and TQ is the same for both sides,
Table (subject to adjustments). the defender routs and the attacker advances after combat (if

allowed) and has Cohesion hits equal to its TQ minus one (-1).
DESIGN AND HISTORICAL NOTE TO CHANGES: The changes ) o
to the comparative effects of weapons vs. armor shown by this chirPne (or both) sides have more than one unitinvolved and at least
reflect the rise of the sword as a cavalry weapon, and its effectiv@l'€ unit did not reach or exceed its TQ, then ALL units that did so
ness when used against the “rear” of an enemy cavalryman. Rout. The above applies only when all units would have routed.

10.5 Shock Combat Results Tabléhis Table is used to resolve N addition, in the Collapse Phase of Shock Combat players roll for
shock combat in terms of Cohesion “hits” to both attacker anffout for units that are in an enemy ZOC and are one Cohesion Hit
defender [11.11 and 11.12]. short of reaching their limit [9.18].

10.6 The Cohesion Hit and TQ Check ChartUse this as a >>11.14 RecoveryDuring an Orders Phase, any un-routed unit

summary of when Cohesion Hits are applied and when TQ checkgnly) with cohesion hits that is not in an enemy ZOC, nor adjacent
take place. to an enemy unit, nor within range and having a Direct Fire LOS of

any enemy missile unit that is not Missile No, and is in “clear”
10.7 Leader Casualty Summary ChartThis chart summarizes terrain, may remove two cohesion hits by being given an Individual
the Leader Casualty checks. Order to do so. A unit may not remove more than two cohesion hits

per Order Phase, and Line Commands may not be used to do this.

Aunitthat has Cohesion Hits removed cannot move/fire in the same

11. 0 The Effe cts Of Com bat Orders Phase, and a unit that has moved or fired may not have hits

removed. Units that have Rallied this game turn may not have
Units suffer cohesion penalties (called “hits”) from disruptive and/. g y

. : cohesion hits removed.

or excessive movement and/or combat. Too many cohesion hits

produce a Rout. Routing units retreat, for the most part, towardd .15 Cohesion hits do not affect a unit's combat strength or
their command Standards. A routed unit can be rallied under certaiapabilities in any way, other than to show how close it is to falling
circumstances. Cavalry that engage in Shock become Disorderagart. Thus, a unit with a TQ of 6 and 4 hits has the same combat

regardless of the combat result. effect as one with no hits. It is just more likely to rout.

11.1 Cohesion 11.16The Cohesion Hit and TQ Check Chart [10.6] lists the times
Cohesion is a measure of how organized and effective a unit is@ng the game when a unit must undergo a TQ Check. These
any point during the battle. The loss of cohesion is measured iStances have also been noted throughout the rules, above. A TQ

Cohesion Hits, which are applied against a unit's Troop Quality—Check consists of rolling the die and comparing it to the unit's
sometimes automatically, sometimes after a die roll. The Cohesidjiinted TQ rating. The Cohesion Hitand TQ Check Chart also lists

Hit and TQ Check Chart [10.6] summarizes when these occur. the results, usually one or more Cohesion hits when/if the die
exceeds the rating. Important: Routed units have a TQ of 1.

11.11Each time a unit suffers a Cohesion Hit place
Cohesion Marker—representing the total number| | & | >>11.2 Engaged
hits taken—on (or under) the unit. — At the conclusion of any Shock Resolution in whig

1
>11.121f th itiol its involved i inal b any opposing units are still adjacent and have W
>>11. there are multiple units involved in a single combat, 5\ - 4 (i.e. did not advance or retreat), place an * !

resolution, hit_s must be divi_ded as eq_ually as poss_ible amon 5ged” marker atop those units. Those units may not use Missile
these units, with any extra hits being given to the unit that was: Fire, nor may they be the target of Missile Fire until the marker is
1st: used to determine Positional Superiority; removed. The marker is removed the instant the units become
2nd: used to determine Weapons Superiority; separated.

3rd: Player’s choice

y >>11.3 Standards
This rule applies even if it means that a unit will have to Rout. 11.31Certain leaders in a battle have a Standard counter. Standards
. are the main rallying points for Routed units. See 11.5.

>>11.13When a unit has absorbed Cohesion Hits eq

to or more than its Troop Quality Rating it Rou UHTEE 11.32Standards are placed per the instructions in each individual
[11.41]. If, as a result of Cohesion hits from Shock, | Tl = |} scenario. They may be moved only if stacked with the Leader for
attacking and defending units would rout, the followirtg that Standard, in which case they move with the Movement capa-
occurs:
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bility of that Leader. Standards may stack with other units at no co$t..43A unit that either moves off the map (for whatever reason) or
to either. cannot complete its rout movement because of the presence of
enemy units/ZOCs or impassable terrain, or is forced to enter a

friendly occupied hex (see 11.44 for an important exception) is

units, if theY enter a hex With a Standard counter ang F"" permanently removed from play and considered eliminated for
combat unit. Note that if the Leader of the Stande Army Withdrawal purposes

successfully withdraws per 4.42, his Standard goes with him. When

captured, the capturing player has a choice: 11.44A unit retreating towards its Standard will cease retreating

 He may immediately eliminate the Standard. If he does this, in thghen it gets as close to that Standard as it possibly can without
next turn that the Leader for that Standard is activated, place trittering a friendly occupied hex. It no longer has to Retreat any

Standard marker with him. (These folks traveled with more thafore once it reaches that Goal. Exception: In the initial Rout move
one banner.) (11.41) the routing unit must retreat two hexes.

* He may move the Standard as if it were his own (by stacking i1 451f a Routing unit enters a hex containing another friendly

with any combat unit). In this case, the Standard is still active ioyted unit, both it and the stationary Routed unit are eliminated.
terms of appearing to be a rallying point for units for that

command. The standard remains Captured until the Leader fbi.46 Restrictions on Routed Units:

the Standard is activated in the next game turn. At that time, plaeeRouted units retain their Movement Allowance.
the standard with the leader. If the leader for the standard has beefthey have a TQ of 1

eliminated, the standard is removed from play at the end of that
next game turn instead.

11.33 Standards may be Captured by enemy com| Gengfis &

Routed foot missile units are automatically “Missile No.”. All
other units retain their current Missile Supply status.

PLAY NOTE: That means that Captured Standards can be usedtdrout-moving units do not incur movement Cohesion hits.

create confusion. Happened fairly often. « Routed units may not receive or use Orders or Commands, other
than Rally (Standard or Leader), nor may they fire missiles for

>>11.4 Rout and Retreat any reason.

11.41A unit which has routed [11-_13_] is immediately moved to, |t 5 routed unit is attacked (missile or shock) and suffers any

(2) hexes toward its Retreat Goal; either additional cohesion hits, the unit is immediately eliminated and

« the unit’s Leader’s Standard (as indicated in the scenario setupremoved from play.
instructions) if that Standard is within the Movement Range (the

unit's MA) counted in hexes (not MP); or 11.47If a Leader is stacked with a routing unit that leader may rout
- its Retreat Edge (RE), as defined in the rules for each battle, if ngove along with that unit. He is otherwise unaffected by the rout.
within range of its Standard. >>11.5 Rally

No Movement points are expended, but the unit must take the modiere are two types of Rally: Rally by Leader, and Rally by
direct path towards its designated Retreat Goal. This path must §tgandard.

thr_ough vacant _hexe,s not in the ZOC of enemy ur_ut_s. If_ no paty 51 During an Orders Phase a Leader may attempt to Leader
exists, or the unit can't retreat the two hexes, the unit is eliminate

Place a “Routed” marker on that unit when it finishes its retreat. ally any route_d unitthathe is stacke_d With. or adjacent to him,_and

that are not adjacent to an enemy unit or within range and having a
PLAY NOTE: Writing rules for retreat direction is a quixotic taskDirect Fire LOS of an enemy missile unit that has missiles. Each
atbest. Itwould take three pages of type to cover every possibilityidividual Rally attempt consumes one of his Orders, and all such
and even then, the Rules Nutsos would come up with something nealies must be by Individual Order.

Allwe can say is, try to use common sense. Fleeing men are runni . -
away from the enemy—not towards them. Given the choice g -52A leader may automatically Rally any eligible (per 11.51)

running through or around their own men, they wil, like water,umt with which it is stacked. A leader may attempt to Rally any/all

choose the path of least resistance. When we say “use the mghglble (per 11.51) adjacent Routed units by rolling the die for each

direct path”, we mean don’t try to meander around the board tryin attlempt. If the die roll is equal to or lower than that Leader's
P ’ y y %harisma, the unitis rallied, otherwise the unit is eliminated. Units
to avoid the edge of the map.

that have been successfully Rallied have their Rout
EXAMPLE: At the Indus, Khwarazmian Cataphracted HC (MA 8Marker flipped to its “Rallied” side. If infantry, it now

has been Routed by Missile Fire. The unit is six hexes away frdms Hits equal to one-half its printed TQ, roundi M
Shah Jalal ad-din’s Standard. The unit moves two hexes toward tdewn. If cavalry, it now has Hits equal to one-third i
Standard. If the Standard was nine or more hexes away, the Cat H@nted TQ, rounding down

would instead retreat two hexes toward its Retreat Edge instea(li_,l_AY NOTE: Yes, a Leader may move around the map during his

11.42In the Rout Movement Segment of the Rally Phase all routeldiirn, stopping to issue Individual Orders for Rally and then
units are moved their full, printed movement allowance towardnoving on.
their Leader's Standard (if in Range per 11.41) or toward thf

1.53A player may use Standard Rally by using the owning (i. e.
he leader named on the Standard) Leader’s Activation — be it
normal or Trump or Momentum — to undertake a Standard Rally.

Retreat Edge (even if they moved previously during the turn
Routed units use normal movement rules.
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When doing so, the Leader does not have to be anywhere near §9 (O \\/ithdrawal and Victo ry

Standard, but that is his sole “order” for that activation. When ]
undertaking a Standard Rally, all eligible (see 11.55) Routed uni&s2-1 Army W'_thdrawal o _
(regardless of who commands them) that are adjacent to tA&-11A player wins by causing his opponent’s army to Withdraw.

Standard, or adjacent to another unit that is adjacent (the “chaift Army will withdraw when it has exceeded its Withdrawal
effect”) must undergo a Rally die roll. Level, as listed in the scenario, during the Rally phase at the end of

the turn. To determine that level, each player totals the TQ points
11.54When undertaking Standard Rally, the player rolls the die fogf gl his eliminated units. Units that have Routed off the map are
each eligible unit. The die roll is, essentially, a TQ Check, using théynsidered eliminated for purposes of Army Withdrawal. To this he
printed, full strength TQ: adds five times (5x) the Initiative rating of killed Leaders. This is
» if the DR is equal to or lower than the printed TQ, that unit ighat sides Rout Point (RP) total.

Rallied. Flip the Rout Marker to its “Rallied” side. If infantry, it

now has Hits equal to one-halfits printed TQ, rounding down. It2-121f a player's/Army’s RP total is the same or higher than the
cavalry, it now has Hits equal to one-third its printed TQ,Army s Withdrawal Rout Level, that army has withdrawn and that

rounding down player has lost the battle. If both sides exceed their Army With-
. if the DR is higher, the unit is eliminated drawal Level at the end of the same turn, the player with the least
’ ’ number of Rout Points above that level wins (but just barely). If
11.55If a Standard moves or is Captured (see 11.33), all units thloth sides are exactly the same, it's a draw.
are adjacent to the Standard, or adjacent to another unit that is ] .
adjacent (the “chain effect”) are no longer eligible for Standard>12.2 Mongol Reaction to Withdrawal.
Rally. These combat units must move toward Retreat Edge durifi STORICAL NOTE: Most of the time — at least in the period

the Rout movement phase. They may not be Standard Rallié@vered by this game —that the Mongols left the field in what would,
(although they may be Leader Rallied). in game terms, would appear to be a Rout Withdrawal were, in fact,

_ _ _ _ planned maneuvers. (Cf. The Kalka campaign, et al.) Actually, the
11.56Units with “Rallied” markers may not be given any Ordersgjscipline and training of the Mongol army was such that, when
until the marker is removed. “Rallied” markers are automaticallfgced with the type of losses that would cause other armies to
removed in the Rally Phase. Withdraw they would, instead, dismount, form tightly, and fight on

PLAY NOTE: Given the low Charisma ratings of most Iealdersfoot. Perhaps the fact that men who fled from the field were treated
and their need to bounce around the map to be effective, Standzﬂ’dher harshly back at camp helped to create this situation.

Rally is more a more efficient Rally mechanic. Butitis not withowjyhen the Mongols reach their Withdrawal Level (Rally Phase,

pitfalls. Step 4), the Mongol player has a choice:
. « He can accept the defeat and loss, ending the game . . . and
Tfé-i-Aﬁ Cavlalry .?Iiozder ¢ of & Shock Comt marking him a spineless wuss for generations to come, and not
' cavary units that are part ol a Snock Lomoy acceptable in any decent Mongol household. Or Chinese restau-
that goes to die roll resolution are Disordered after | e rant
combat has been resolved. Place a “Disordered” ma| g ) . . . .
* He can, instead, immediately conduct a Dismount and Defend

atop each such unit.
P Phase (below). At the conclusion of the Dismount and Defend

11.62 Disordered cavalry: Phase, play resumes with the next game turn.

* may not Shock Attack ) 12.21 Dismount and Defendl'he Mongol player takes the follow-
» when they are Shock Attacked, the Attacking Player gets a ORgy actions:

column shift to the Right on theIShock Resolytlon table. . « he eliminates all Routed units
* Undergoes a TQ Check when using Orderly Withdrawal, withthe e eliminates all units that are in enemy ZOC
penalty being a number of Hits equal to the difference between ¢ eliminates all non-mounted units

a die roll higher than the TQ and the TQ rating « he eliminates all allied units
* Has its Movement Allowance reduced by one (-1). + he places his remaining units anywhere between their current
» May not use Feigned Retreat or Harassment and Dispersal position and the Mongol Retreat edge not adjacent to an enemy
« Adds one (+1) to all Missile Fire rolls unit then dismounts them, facing them as he wishes. Mongol

) _ units may not remount.
Disordered LC capable of Feigned Retreat may use Orderly

Withdrawal against slower cavalry and are subject to the T@2.22In any subsequent Rally Phase, he may choose to either give
check above. up, or stand and defend. At some point, one of three things will
occur:

11.63All Disordered markers are removed automatically in thel_ All Mongols will be eliminated, at which point they have lost.

Rally Phase. 2. They eventually give up, but they at least tried. They may order
Mongolian take out.

3. The opposing player reaches his Withdrawal Level, in which
case the Mongols win!!
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Devil's Horsemen — RULES OF PLAY

MOVEMENT COST CHART (6.8)

In Column (See 6.7). Units In Column do NOT pay
Cohesion costs for those terrain effects without the
COL designation.

hesion penalties from movement.

MP Cost to ohesion Pe e@) to 0
Terrain Type Enter/Cross
Clear 1 0 0 0
e de
K §%¢@@ Woods [COL] 2 0 1 1
. 7% 9 °| Rough 3 2 2 3
=} 9 e (3
e e Stream +1 0 1 0
—_——— Kalka River +1 0 1 0
_ Indus River Impassable
Steep Embankment +2 0 1 1
——> | Up1Level +1 0 0 0
———— | Up more than 1 Level [COL] +1 per level 1 per level 1 per level 1 per level
«——— | Down 1 Level 0 0 0 0
" "« | Change Facing (per vertex) PLUS (bx 0 0 0
77y Change Facing in Rough/Woods 0 0 1 1
. Terrain (per vertex)
h k Dismount/Mount All 0 0 0
Change into/out of Column 1 0 0 0
COL = The Cohesion costs listed also apply to units Notes (b) = All HI and Ml pay a cost of one moveme

(a) = Units not listed never suffer Co-point for each vertex shifted. Cavalry pay ac
of one movement point to change facing in &
direction, regardless of the number of vertig

shifted.

Nt
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SUMMARY OF ORDERS
AND LINE COMMANDS

Each Individual Order allows the player to:

1. Move any one unit.Missile units may also fire at any tim
during their movement (8.1); or

2. Individual Missile Fire with any missile unit; or

3. Remove two Cohesion Hitsas per 11.14; or

4. Attempt to Rally a Routed unit, as per 11.53.

5. Replaceeliminated killed leader (Overall Commander on
[4.53]

Each Line Command allows each unitin that Line to either:

1. Move. Units capable of missile fire may do so; OR

2. Fire missiles without movement

3. Leaders may NOT use a Line Command for #'s 3-5, ab

Each Standard Rally requires all units adjacent to the
leader’s Standard to make a Rally die roll (see 11.54)
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