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Read this First:

The rules of this SP1 simulation game are or-
ganized in a format known as the Case System.
This system of organization divides the rules
into Major Sections (each of which deals with
an important aspect of play). These Sections
are numbered sequentially as well as being
named. Each of these Major Sections is intro-
duced by a General Rule, which briefly de-
scribes the subject of the Section. Many times
this General Rule is followed by a Procedure
which describes the basic action the Player will
take when using the rules in that Section. Final-
ly, the bulk of each Major Section consists of
Cases. These are the specific, detailed rules
that actually regulate play. Each of these Cases
is also numbered. The numbering follows a
logical system based upon the number of the
Major Section of which the Cases are a part. A
Case with the number 6.5, for example, is the
fifth Primmry Case of the sixth Major Section
of the rules. Many times these Primary Cases
are further subdivided into Secondary Cases.
A Secondary Case is recognizable by the fact
that it has two digits to the right of its decimal
point. Each Major Section can have as many as
nine Primary Cases and each Primary Case can
have as many as nine Secondary Cases. The
nhumbering system is meant as an organization-
al aid. Using it, Players can-always easily tell
where a Case is located in the rules. As a fur-
ther aid, an outline of the Major Sections and
Primary Cases is given at the beginning of the
rules.

How the Section and Case Numbers
Work:

Major Section Number
Primary Case Number
Secondary Case Number

[6.53]

The preceding example would be the number
of the third Secondary Case of the fifth Pri-
mary Case of the sixth Major Section of the
Rules.

How to Learn to Play the Game:

Familiarize yourself with all of the compo-
nents. Read all of the General Rules and Proce-
dures and read the fitles of the Primary Cases.
Set up the game for play (after reading the per-
tinent Section) and play a trial game against
yourself referring to the rules only when you
have a question. This procedure may take you
a few hours, but it is the fastest and most enter-
taining way to learn the rules short of having a
friend teach them to you. You should not at-
tempt to learn the rules word-for-word. Mem-
orizing all that detail is a task of which few of
us are capable. SPI rules are written to be as
complete as possible — they’re not designed to
be memorized. The Case numbering system
makes it easy to look up rules when you are in
doubt. Absorbing the rules in this manner (as
you play) is a much better approach to game
mastery than attempting to study them as if
cramming for a test.

We hope you enjoy this SPI game. Should you
have any difficulty interpreting the rules,
please write to SPI, phrasing your questions so
that they can be answered by a simple sentence,
word, or number. You must enclose a stamp-
ed, self-addressed envelope. We cannot guar-
antee a proper answer should you choose to
phone in your question (the right person is not
always available — and since SPT has publish-
ed hundreds of games, no one individual is
capable of answering all questions). Write to:

SPI

Rules Questions Editor for
Great Medieval Battles
257 Park Avenue South
New York, N.Y. 10010
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[1.0] INTRODUCTION

The diversity of doctrines, weapons, training
methods and leadership qualities in medieval ar-
mies was a function of the geographical and
cultural diversity of the settings from which those
armies stemmed. Consequently, these systems
developed along -divergeént lines uyntil the
widespread use of gunpowder, which dominated
Renaissance warfare. The Great Medieval Battles
QuadriGame reflects this diversity by simulating
four battles, each of which represents a clash of
distinct weapons and tactics.

Each game uses this common set of Standard
Rules, as well as its own Exclusive Rules, a game
map, and counters representing the military units
and leaders which fought in the battle. In each
game, the Players command the actual forces
available to the historical army commanders

[2.0] HOWTOPLAY
THE GAME

The Players set up their units. After the Players
have decided which side each will play, they set up
on the map the pieces (counters) which represent
their units and leaders. The counters are placed as
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indicated in Case 15.1 of the Exclusive Rules of

each game and the set-up positions printed on the
maps. Lance counters are placed on units so
designated in the Exclusive Rules. The Player who
is to go first in the game is indicated in Case 15.1 of
the Exclusive Rules.

The sequence of activities in the game is based on a
three-tiered structure. These tiers are the Game-
Turn, the Player-Turn, and the Phase. Each game
consists of the play of 10 complete Game-Turns.
Bach Game-Turn consists of a first Player’s turn
and a second Player’s turn. Finally, each Player-
Turn is comprised of a series of six different
Phases during which certain activities are perform-
ed. The following is a description of the play of a
Player-Turn. The Player whose turn is currently in
progress is referred to as the Phasing Player.

The Players rally routed wnits. Units which have
previously been attacked and routed may be rallied
if the units are stacked with leaders who are not be-
ing disobeyed. Each Player may rally all of his
units which are stacked with such leaders.
Moreover, at the end of the Phase, both Players
remove all Disobeyed markers that are stacked
with their leaders.

The Players move routed unmits. The Phasing
Player must move all of his routed units toward his
designated Friendly mapedge. Then, the non-
Phasing Player must move all of his routed units
toward his own Friendly mapedge. Rout move-
ment is unrelated to normal, voluntary movement
of units. Basically, routed units are moved a
number of hexes equal to the rout level they have
suffered in combat. Each Rout Movement Phase,
a routed unit is moved toward the designated
mapedge until the unit is either rallied or moved
off the map and thereby eliminated from play.

The Phasing Player moves his units. The Phasing
Player may now move any or all of his leaders and
unrouted units. In general, a Player moves his
units in order to improve their positions for at-
tacking. During the Movement Phase, the Phasing
Player may change the combat mode of his units
which possess two modes. Since the different
modes represent different combat capabilities, the
Player must plan his attacks during the Movement
Phase. Cavalry units may execute charges, which
increase the likelihood of success in the attacks
they make in the Melee Combat Phase. Leaders
should be moved on to routed units so that those
units may be rallied.

The Players simultanecusly conduct fire combat
attacks. Each unrouted unit which is in Fire Com-
bat mode may attack an Enemy unit that is within
its range. During this Phase, both Players may
make attacks with all of their units which are in
Fire Combat mode. The outcome of a fire attack
depends upon the weapon type of the attacking
unit, the armor type of the defending unit, and the
range in hexes from the attacking unit to the defen-
ding unit. The Players cross-reference these three
factors on the Fire Combat Results Table, roll two
dice, and compare the die-roll result with the
results on the table. If the defending unit has been
hit, the defending unit’s morale must be checked.
To check a unit’s morale, one die is rolled and the
result is cross-referenced with the unit’s Morale
rating on the Morale Effects Table. If the morale
check indicates that the unit has been routed, a
Rout marker is placed on the unit.

The Phasing Player conducts melee attacks. The
Phasing Player may conduct melee attacks against
Enemy units which are adjacent to his unrouted
units in Melee Combat mode. The outcome of a
melee attack depends upon the type of the attack-
ing unit and the type of the defending unit. The
Player cross-references these two factors on the
Melee Combat Results Table, rolls two dice, and

compares the die-roll result with the results on the
table. If necessary, the Players check the morale of
the defending unit and apply any rout results.

The non-Phasing Player conducts melee attacks.
The non-Phasing Player now conducts melee at-
tacks as described in the preceding paragraph.

The Players maneuver their units and conduct at-
tacks with the aim of destroying their opponent’s
army. The Players are awarded Victory Points for
each Enemy unit they destroy and each Enemy
leader they capture. At the completion of the tenth
Game-Turn, the Players compare their Victory
Point totals and determine the victor by consulting
the Levels of Victory Case in the Exclusive Rules.

[3.0] GAME EQUIPMENT

[3.1] THE GAME MAP

Each 22" x 17" mapsheet portrays the battlefield
‘on which the battle was fought. A hexagonal grid
pattern is printed on the map to regulate move-
ment and location of the playing pieces and to
calculate ranges which affect fire combat. There
are several different types of terrain and terrain
elevations indicated on each map, all of which are
explained in the Terrain Section of the rules and
the Terrain Key printed on the map.

[3.2] GAME CHARTS AND TABLES

Various charts and tables are provided in the Stan-
dard Rules and with each game to simplify and il-
lustrate certain game functions. These include the
Terrain Effects Chart and the Morale Effects.
Table in the Standard Rules, and charts and tables
which are specific to each game.

[3.3] THE PLAYING PIECES

There are 40 single (12" X 4 ”) and 30 double-sized
(1" x 4"y backprinted playing pieces called -
counters included with each game of the Medieval
Quad. The actual military units in the game — the
infantry, cavalry, and historical commanders —
are represented by combat unit counters. In addi-
tion, informational counters are included to con-
vey information about the status of a given com-
bat unit.

13.31] Sample Units

LEADER UNIT (Front only)

Name===0p g bert
Bruce

Movement @il Leader
Allowance T8 ?ﬁ Symbol

SINGLE-COUNTER COMBAT UNIT (Front)

Unit
Serbs &=Designation
Weapon

Symbol =F—* ‘<P

Armor === L-4-C @t=Morale
Type ? Rating

1
Movement Allowance

DOUBLE-COUNTER COMBAT UNIT (Front)

Facing —

Lancaster

P-4-A

Note that many unit types are represented
by both single and double counters.

[3.32] Summary of Unit Types and Modes

Note that many units are printed on both sides,
representing two possibie modes.

Front Back
Keith Cavalry Mode éf*&a
M-8-A Infantry Mode | -M-6-A
“‘I-‘ree Co Melee Mode Free Co
‘M-6-B. Fire Mode | M-6-B
Organized Disorganized
Yorkshire Yorkshire
. DISORGANIZED
L-6-C L-3-D
Melee Mode Shield Wall Mode
Saxons. - Saxons
= =
M-6-C M-i-A
Wagon Wagon Lager
Wagons Wagon

= A

MARKERS
Front Back
Lance
Lance
Disobeyed
Dis-
Obeyd Charge
Charge 6
Rout Level

Rout Level

Game-Turn

Game
Turn

WEAPON SYMBOLS

@ Shortbow (Fire)

Ve
<+

Longbow (Fire)

Crossbow (Fire)
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ST = Shield Wall (Melee)

AK Wagon Lager

[3.33] Armor Types

Armor types are represented on the counters by
the following letter codes: P=Plate; M=Mail;
L =Leather; N=Non-armored.

Poison Bow (Fire)
Sling (Fire)
Sword/Sling (Melee/Fire)

Melee

Melee (Tamburlaine)

Schiltrom (Melee)

Leader

[3.4] INVENTORY OF GAME PARTS

Each game of Great Medieval Battles should in-
clude:

Indiv.  Quadri-

Game Game
Maps 1 4
Unit counters sections 2 5
Standard rules booklet 1 2
Individual game rules booklet 1 4
Dice 0 2
Historical article 0 1
Game box or softpack 1 1

If any of these parts are missing or damaged, fill
out the Complaint Card enclosed in the game and
return it to SPI with the appropriate items checked
on the card. Note: The process used in the
manufacturing of the die-cut counters used in SPI
games sometimes results in colors from one
counter overlapping the color of a neighboring
counter, or in the slightly off-center printing of the
letters and/or numbers on a counter. SPI cannot
replace counters displaying these minor manufac-
turing inaccuracies. Only counters that are illegi-
ble can be replaced by SPI.

[4.0] SEQUENCE OF PLAY
GENERAL RULE:

The game is played in a sequence of ten Game-
Turns. Each Game-Turn is divided into two
Player-Turns. Each Player-Turn consists of a se-
quence of Phases. There are two types of Phases
which occur in a Player-Turn: those in which only
the Player whose Player-Turn is in progress is ac-
tive, and those in which both Players are active. Of
the Phases in which both Players are active, there
are two Phases during which both Players perform

activities simultaneously: the Rout Removal Phase
and the Fire Combat Phase. Both Players are also
active during the Rout Removal Phase, although
they do not move their units simultaneously. To
determine which Player is the first Player, consult
Case 15.1 of the Exclusive Rules. Remember, the
Player whose Player-Turn is in progress is referred
to as the Phasing Player; the other Player is called
the non-Phasing Player.

GAME-TURN SEQUENCE QUTLINE:
A. FIRSTPLAYER-TURN
1. Simultaneous Rout Removal Phase

Both Players remove all Rout markers from their
combat units which are stacked with leaders who
are not being disobeyed (see Section 12.0). All
Disobeyed markers are removed at the end of the
Phase.

2. RoutMovement Phase

The First Player moves his combat units which
have Rout markers on them. Then the second
Player moves his units which have-Rout markers
on them. This is done according to the rules for
rout movement (Section 11.0).

3. Movement Phase

The first Player may move all, some, or none of his
unrouted combat units and leaders within the
restrictions of movement. Units which have two
modes may change mode. Routed units may not be
moved during this Phase (see Section 5.0).

4. Simultaneous Fire Combat Phase

Both Players may direct fire combat at each
other’s units. Only unrouted units in Fire Combat
mode may conduct fire combat attacks. Note that
though combat is resolved sequentially, all results
are applied simultaneously at the end of the Phase
(Section 8.0).

5. First Player Melee Phase

The first Player’s unrouted units that are in Melee
Combat mode may melee attack any Enemy units
adjacent to them. Individual melee results are ap-
plied immediately (see Section 9.0).

6. Second Player Melee Phase

The second Player’s unrouted units that are in
Melee Combat mode may melee attack any Enemy
units adjacent to them. Individual melee attack
results are applied immediately.

B. SECOND PLAYER-TURN

The second Player now executes his Player-Turn in
a sequence identical to that of the first Player’s
turn, except where otherwise noted.

1. Simultanecus Rout Removal Phase

2. RoutMovement Phase

The second Player moves his combat units which
have Rout markers on them. Then the first Player
moves Ais units which have Rout markers on them.
3. Movement Phase

4. Simultaneous Fire Combat Phase

5. Second Player Melee Phase

6. First Player Melee Phase )

GAME-TURN INDICATION INTERPHASE
The Game-Turn marker is advanced one space on

the Game-Turn Record Track to mark the passage
of one Game-Turn.

[5.0)] MOVEMENT

GENERAL RULE:

During his Movement Phase, the Player may move
as many of his leaders and unrouted combat units
as he desires according to the movement rules.

Single counter units may be moved in any direc-
tion or combination of directions. The movement
of double-counter units is restricted by their fac-
ing. The distance in hexes that each unit may move
is restricted by the unit’s Movement Point
Allowance. Certain cavalry units may conduct
charges which favorably affect the probabilities
for success when those units attack in the Melee
Combat Phase.

PROCEDURE:

During the Movement Phase, the Phasing Player
may move his units in any order he desires. Com-
bat units may be moved either individually or with
leaders (see Section 6.0). During the Movement
Phase, the Phasing -Player must complete the
movement of each unit or stack before moving
another unit or stack.

Each unit or stack is moved separately, tracing a
path through contiguous hexes on the mapsheet
hexgrid. As each unit enters a hex (or hexes for a

“double-size unit), a portion of its Movement Point

Allowance must be expended. The number of
Movement Points expended varies according to
the type of terrain in the hex. The cost for each
type of terrain is listed on the Terrain Effects
Chart (7.4).

CASES:

[S.1] HOW TO MOVE UNITS

[5.11] During the Movement Phase, only the
Phasing Player’s units may be moved. He may
chose to move all, some, or none of his eligible
units and leaders according to the rules for move-
ment. Units controlled by the opposing Player
must remain stationary during the Movement
Phase.

[§.12] Movement is calculated in terms of Move-
ment Points. The number of Movement Points ex-
pended by a unit during a Movement Phase may
not exceed that unit’s Movement Point
Allowance. Unused portions of a unit’s Movement
Point Allowance may never be accumulated from
one Movement Phase to another or transferred
between units.

[5.13] The total distance (in hexes) which a given
unit may be moved in a single Movement Phase
varies according to the terrain in the hexes the unit
enters in tracing its path of movement through the
hexgrid. See the Terrain Effects Chart (7.4) for a
summary of how terrain affects movement.

[5.14] A combat unit may be moved freely into a
hex containing a leader (Enemy or Friendly) at no
additional Movement Point cost (see Case 6.15).

[5.15] A Friendly unit may never be moved into or
through a hex containing another combat unit
(Enemy or Friendly) during the Movement Phase.

[5.2] FACING

To represent the ability of both large cohesive for-
mations and masses of feudal levies to maneuver,
we have used double-sized counters.

Facing represents the orientation of a double-sized
counter unit within the hexes it occupies. The
direction in which a unit is faced indicates the
unit’s general direction of march for movement
purposes. All double-sized counter units on the
map must be oriented in a single, unambiguous
direction. Each double-counter unit must be
oriented so that the front (the top of the counter
when placed right side up) faces toward three front
hexes. If the positioning of a Player’s double-
counter is ambiguous, his opponent may decide its
exact position. Single counter units have no facing
for any game purpose.

See diagram next page —5»



Front Front

Center

Left

[5.21] During the Movement Phase, a double-
counter unit may reverse direction (turn about
face) within the two hexes it occupies at a cost of
two Movement Points.

[5.22] A double-counter unit may pivot its facing
by having one half of the unit enter the hex directly
in front of the center of the double-counter unit
(never the rear center hex). To do so, the entire
unit must pay the cost of the terrain that the one-
half unit enters.

{5.23] At all times during play, a double-counter
unit must clearly occupy two adjacent hexes.

[5.24] A double-counter unit may be moved
sideways into an adjacent flank hex. To do so, the
entire unit must pay one Movement Point in addi-
tion to the cost of the hex the unit enters.

[5.25] Since single-counter combat units and
leaders have no facing, they may be moved into
any of the six hexes which surround the hex the
combat unit or leader occupies.

[5.3] CAVALRY CHARGES

[5.31] To have a plate or mail cavalry unit per-
form a charge, a Player must move the unit during
his Movement Phase through at least three clear
terrain hexes in a straight line and end its move-
ment adjacent to an Enemy unit which is the object
of the charge (see illustration). If a charge is ex-
ecuted, a Charge marker with the arrow of the
marker pointing at the target unit is placed on the
charging unit. In the subsequent Melee Phase, the

Phasing Player may perform a melee attack
against the target unit using the die-roll modifier
listed for charges on the Melee Combat Results
Table (9.4). A Charge marker is removed from
play immediately after the melee attack is ex-
ecuted.

Possible |

Possible . Possible |
Target . Target Target
Hex Hex Hex

Charge

Possibie

Possible . Possible
Target Target Target
Hex Hex Hex

[5.32] When a charging cavalry unit is the object
of a fire combat attack, oneis added to the number

- rolled on the dice when consulting the Fire Com-

bat Results Table.

{5.33] Leather armored and non-armored cavalry
may never charge.

Possible *
Target

Hex

Possible
Target

Hex -

Possible = Possible | Possible
Target Target Target |
Hex He

Hex

{5.4] CHANGING MODE

Some combat units in the Medieval Quad are
backprinted with a different status or mode
(weapon type, etc.); these modes operate dif-
ferently in each game and their use is explained in
the Exclusive Rules for each game. Not all combat
units have the capability of changing modes.

[6.0] STACKING
GENERAL RULE:

The placement of more than one counter in a hex is
called stacking. In the Medieval Battles
QuadriGame, no more than one combat unit may
be in a hex at any given time. One or more leader
units may be stacked with a Friendly combat unit.

CASES:

[6.1] STACKING RESTRICTIONS

[6.11] A combat unit may not be moved through
or into a hex containing another combat unit at
any time during any Phase.

[6.12] Leaders are not considered combat units
and may be stacked freely with Friendly combat
units and other leaders. Note that a leader counter
which is stacked with a double-counter unit must
always be placed clearly in one of, the two hexes oc-
cupied by that double-counter unit.

[6.13] Any number of informational markers may
be freely -stacked in hexes occupied by combat
units and leaders.

[6.14] Friendly ledders may never be moved into a
hex containing an Enemy combat unit or leader.



[6.15] A combat unit may be moved into a hex
containing only an Enemy leader. When a combat
unit is moved through or into a hex with an Enemy
leader, the Enemy leader is immediately captured
and removed from play.

[6.2] HOW STACKING AFFECTS
MOVEMENT AND COMBAT

[6.21] There is never any-additional Movement
Point cost to stack combat units with leaders and
informational markers within a given hex.

[6.22] Only a combat unit under attack in a
specific hex is affected by melee and fire combat.
Leaders stacked with a combat unit that suffers an
adverse combat result (i.e., an increase in that
unit’s rout level) are disobeyed (see Case 12.3). If a
combat unit which is stacked with a leader is
eliminated, the leader is disobeyed and remains in
the hex.

[7.0] TERRAIN EFFECTS
ON MOVEMENT
AND COMBAT

GENERAL RULE:

The terrain features printed on the map represent
the physical characteristics of the given battlefield.
These terrain features have various effects upon
the movement and combat capabilities of combat
units and leaders. '

CASES:

[7.1] TERRAIN FEATURES

[7.11] All of the terrain features depicted on the
map are identified on the Terrain Key (see map).

[7.12] To clarify the ground contour, terrain is
divided into distinct levels of elevation,. each
distinguished by a different shade of color. The
edges which divide different levels of elevation are
called contours. Each contour indicates a -three-
yard difference in ground elevation. Note: A hex is
considered to consist entirely of the highest eleva-
tion represented in that hex.

[7.2] HOW TERRAIN
AFFECTS MOVEMENT

[7.21] There is a cost of one Movement Point to
move a unit into a clear terrain hex.

[7.22] One additional Movement Point must be
expended to cross a contonr hexside if, and only if,
the unit is moving from a'lower level of elevation
to a higher level. If, for example, an entire (or one
half) double-counter unit was moved across a con-
tour hexside from a lower to a higher elevation
level, then one additional Movement Point from
that double-counter’s Movement Point Allowance
would have to be expended. There is no additional
Movement Point cost to move a unit (or half of a
double-counter unit) across a contour level to a
lower level, or along a contour line.

{7.23] Roads have no effect on movement.

[7.24] Cavalry units may not charge through a
contour hexside from a higher to a lower eleva-
tion. Once a cavalry unit begins to charge, it may
be moved across a contour hexside into a higher
elevation for the duration but it cannot be moved
into a lower elevation (see Case 5.3, Cavalry
Charge).

[7.25] Certain terrain features are indicated to be
prohibited for movement on the Terrain Effects
Chart. No unit may ever move into or through
hexes containing prohibited terrain. Moreover,
prohibited terrain blocks rout movement (see Case
11.2).

{7.3] MOVING UNITS OFF THE MAP

Units may never voluntarily leave the map. Units
which leave the map as a result of rout movement
are considered eliminated for Victory Point pur-
poses. Units which leave the map may never return
to play.

[7.4] TERRAIN EFFECTS CHART

(see charts and tables)

[8.0] FIRE COMBAT

GENERAL RULE:

Fire combat takes place during the Fire Combat
Phase of each Player-Turn. Only units in Fire
Combat mode may fire (see Case 3.31). In general,
a fire unit may fire attack any unit within range to
which an unblocked line of sight may be traced.
Fire combat is always voluntary and all results are
applied simultaneously, after all fire combat has
been resolved. Each unrouted unit in Fire Combat
mode may make one attack per Fire Combat
Phase. However, an Enemy unit may be attacked
by each Friendly unit in Fire Combat mode
capable of attacking it.

PROCEDURE:

The owning Player announces at which Enemy
unit a unit is firing and consults the Fire Combat
Results Table (8.3). The Player cross-references.
the target unit’s armor type with the firing unit’s
weapon type and range. This will yield the basic
chance of affecting the target unit. Two dice are
rolled, and if the number rolled is within the range
indicated on the Fire Combat Results Table, the
target unit must check morale on the Morale Table
(10.2). Note: Fire combat results are not applied
until all fire combat has been resolved. Players will
have to remember which units must check morale.
In practice, the Players will find it convenient to
alternate their fire combat attacks (and if suc-
cessful the target unit checks morale). If a target
unit suffers an adverse result during a preceding
fire combat attack during that Fire Combat Phase
and that unit is also a fire unit which was eligible to
fire, .that unit may fire since fire combat is con-
sidered to be simultaneous.

CASES:

[8.1] LINE OF SIGHT AND OTHER
RESTRICTIONS ON FIRE COMBAT

In order for a unit to be able to fire, the firing
Player must trace a line of sight from the firing
unit to the unit at which the fire is directed. Terrain
and combat units may prevent fire combat by
blocking the line of sight between a firing unit and
its target.

[8.11] A fire unit may never fire at a target unit it
is unable to observe. To observe a target, a unit
must be able to trace a line of sight free of blocking
units and terrain. The line of sight is traced from
the central point of the hex occupied by the firing

unit to the central point of the hex occupied by the
target unit. For double-counter units, the line of
sight may be judged from the central point of
either of the two hexes the unit occupies. I the line
of sight passes through any part of a hex occupied
by a combat unit or by blocking terrain (see Case
8.16), the line of sight is considered blocked and
the attack impossible.

[8.12] If a line of sight passes along a hexside bet-
ween two hexes, only one of which contains block-
ing units or terrain, the line of sight is not blocked.

[8.13] A line of sight is always blocked by combat
units, villages and groves, regardless of the eleva-
tions of the target and firing unit. Leader units
alone do not block line of sight.

Unit A has a clear line of sight to units B, D, and G, and
thus may fire attack any one of them. The line of sight to
Unit C, however, is blocked by Unit B. The lines of sight
to both Unit E and Unit F are blocked by the village. Con-
sequently, Unit A may not fire attack Units C, E, and F.
[8.14] If the firing and target unit occupy hexes
which are at the same level of elevation, and the
line of sight traverses any hex which is on a higher
elevation than either of the two units, the line of
sight is blocked.

[8.15] If the two units occupy hexes on different
levels of elevation, the line of sight is blocked if it
traverses any hex which is on a higher elevation
level than both of the units.

Unit A has a clear line of sight to both Unit B and Unit C,
and may therefore attack either one. The line of sight from
Unit A to Unit D is blocked, however, by the intervening
high ground. Consequently, Unit A cannot fire attack
Unit D in this position.



[8.16] - A lirie of sight may never be traced through
a grove hex. Similarly, a line of sight may never be
traced through a village hex or into a village hex.
However, a unit located in a village hex may fire
from that hex. All other terrain types have no ef-
fect on lines of sight.

[8.17] Facinghas no effect on fire combat.

[8.18] A fire unit can only fire at one unit per
Phase. A unit may be attacked by more than one
unit in a single Phase, in which case each attack is
resolved separately.

[8.2] FIRE COMBAT RESULTS

If a target unit suffers a fire combat result, that
unit must check for morale (using the Morale Ef-
fects Table, 10.2) at the end of the Fire Combat
Phase (see Section 10.0).

[8.21] A unit must check morale on the Morale
Effects Table for each result it has suffered.

[8.22] If a unit suffers a rout result, any subse-
quent check on the Morale Effects Table, even in
that same Phase, uses the die-roll modifier for the
new rout level.

[8.3] FIRE COMBAT RESULTS TABLE
(see charts and tables)

[9.0] MELEE COMBAT
GENERAL RULE:

Melee combat may occur only between opposing
combat units which occupy adjacent hexes during
a Melee Phase. A unit may never attack more than
one Enemy combat unit during a Melee Phase.
However, a unit may be attacked by each unrouted
Enemy unit in Melee Combat mode that is adja-
cent to it. Melee combats may be initiated in any
sequence the owning Player desires. Melee com-
bat is always voluntary and all the results are ap-
plied immediately, unlike fire combat.

PROCEDURE:

First the owning Player announces which unit is to
execute a melee attack. The Melee Combat Results
Table (9.4) is then consulted. The Player cross-
references the target unit’s.type with the attacking
unit’s type. This will yield the basic chance of af-
fecting the defending unit. Two dice are rolled,
and if the number rolled is within the range in-
dicated on the Melee Combat Results Table, the
defending unit must check morale on the Morale
Effects Table (10.2). Note: Melee combat results
are applied immediately (melee combat is not con-
sidered to be simultaneous).

CASES:

[9.1] RESTRICTIONS
ONMELEE COMBAT

[9.11}] A melee unit can only melee once per
Phase. A unit may be melee attacked by more than
one unit in a single Phase, in which case each melee
is resolved separately. If the unit suffers a rout
result from an attack, any subsequent check on the
Morale Effects Table during that Phase uses the
die-roll modifier for the new rout level.

[9.12] A double-counter unit may not melee with
an Enemy unit which is in one of its rear three hex-
es. If the Enemy unit is in the front center hex (the
hex into which the double-counter could normally
pivot), that double-counter unit attacks normally
on the Melee Combat Results Table. If the Enemy
unit is in the front left, front right, or a flank hex,
that double-counter unit melee attacks with a +2
on the die-roll (indicated on the Melee Combat
Results Table).

[9.2] MELEE COMBAT RESULTS

If a defending unit suffers a melee combat result,
that unit’s mqrale must immediately be checked
(using the Morale Effects Table, 10.2).

[9.3] LANCES

Some cavalry units may be equipped with lances.
These units are indicated in the Exclusive Rules for
each game. During the set-up for play, Lance
markers are placed on top of these cavalry units.
Note that Lance markers are not used in King Ar-
thur.

[9.31) Lance markers affect the resolution of
melee attacks conducted by charging cavalry units
in the following manner: When a cavalry unit with
a Lance marker charges an Enemy unit, two is sub-
tracted from the die-roll on the Melee Combat
Results Table. Note that this is in addition to the
modification for making a charge. If the attack
results in the defender consulting the Morale Ef-
fects Table, two is subtracted from the defender’s
morale die-roll.

[9.32] A Lance marker may be used only once; as
soon as a lance is used in an attack, it is removed
from play. If a unit has a lance and charges and
melee attacks an Enemy unit, its lance must be us-
ed. If a unit charges and does not melee attack the
Enemy unit (it might be routed during fire com-
bat), or if the unit melee attacks without charging,
the lance is not used.

[9.4] MELEE COMBAT RESULTSTABLE
. (see charts and tables)

[10.0] UNIT MORALE
GENERAL RULE:

If a unit suffers a result due to fire combat or melee
combat, that unit must check for morale using the
Morale Effects Table.

PROCEDURE:

When checking for morale on the Morale Effects
Table, find the column corresponding to the
Morale Rating of the affected unit. Roll one die
adding or subtracting any applicable modifiers as
listed on the Morale Effects Chart, and cross-
reference the modified die-roll result with the
Morale Rating column.

CASES:

[10.1] MORALE EFFECTS TABLE

All results on the Morale Effects Table are ex-
pressed in terms of rout levels. A Rout Level
marker is placed on the affected unit to note its
Rout Level. Routed units may not engage in fire
combat, melee combat, or normal movement.
Routed units are moved during subsequent Rout
Movement Phases according to the rules for rout
movement (see Section 11.0). Rout Levels are
cumulative; that is, if a unit with a Rout Level of 1
has an additional rout result of Rout-2, the Rout-1
marker would be replaced with a Rout-3 level
marker. If a unit is routed above a Rout Level of 4,
it is eliminated and immediately removed from
play.

[10.2] MORALE EFFECTS TABLE
(see charts and tables)

[10.3] MORALE DIE-ROLL
MODIFICATIONS

Under certain circumstances, modifications are
made to the die-roll results for the Morale Effects
Table. In addition to the standard die-roll
modifiers described in the following Cases, there
are modifiers exclusive to each game. All such

modifiers are listed with the Morale Effects Table.
All die-roll modifications are cumulative.

[10.31] The current Rout Level of a unit whose
morale is being checked is subtracted from the die-
roll on the Morale Effects Table. For example, ifa
unit with a Rout Level of 2 were attacked and forc-
ed to check morale, two would be subtracted from
the die-roll.

[10.32] When fatigue is in effect (Game-Turns 9
and 10), two is subtracted from all die-rolls on the
Morale Effects Table. )

[10.33] If a double-counter unit is attacked
through fire or melee combat, and there is an
Enemy unit occupying the rear center hex of that
double-counter unit, one is subtracted from the
die-roll on the Morale Effects Table. The Enemy
unit in the rear center hex need not be the unit at-
tacking the double-counter unit in order for this
modification to be in effect.

[11.0] ROUT MOVEMENT

GENERAL RULE:

During the Rout Movement Phase both Players in
turn must move all units with Rout markers on
them. The Phasing Player moves all of his routed
units first. When the Phasing Player has finished
his rout movement, the non-Phasing Player moves
all of his routed units. Each Player’s routed units
must move toward the designated mapedge by
moving in either of the two directions described in
Section 15.0 of the relevant Exclusive Rules.
Routed units move a number of hexes dictated by
their Rout Levels and Movement Point
Allowances, regardless of Movement Point costs
for terrain. Rout movement is blocked by pro-
hibited terrain and combat units. If a unit’s rout
movement is blocked, the unit may not be able to
move at all or may be forced to deviate from its
designated rout directions.

CASES:

[11.1] MOVEMENT OF ROUTED UNITS

{11.11] Routed units with a Movement Point
Allowance of 6 or less must be moved one hex
(regardless of terrain) toward the owning Player’s
mapedge for each Rout Level.

[11.12]) Routed units with a Movement Point
Allowance greater than 6 must be moved two
hexes (regardless of terrain) toward the owhing
Player’s mapedge for each Rout Level.

[11.13] Leaders which are stacked with routed
units may be moved with those units during rout
movement. Such movement in no way affects a
leader’s movement during the Movement Phase.

[11.14] A routed unit must be moved each Rout
Movement Phase, until it is either rallied or
eliminated. Moreover, a routed unit must always
be moved the full number of hexes dictated by the
rules for rout movement or suffer the appropriate
rout level increase (see Case 11.22).

[11.2] BLOCKED ROUT MOVEMENT

[11.21] A unit’s rout movement can be blocked by
prohibited terrain and other combat units. If a
unit is prevented from fulfilling its rout move-
ment, or if the unit must deviate from its
designated directions of rout movement, that
unit’s Rout Level is increased.

[11.22] If a routed unit with a Movement
Allowance of 6 or less cannot fulfill its rout move-
ment or must deviate from its designated direc-
tions of rout movement, that unit’s Rout Level is
increased by one for each hex either not moved, or
moved in deviation from those designated direc-
tions.



[11.23] If a routed unit’s Movement Allowance is
greater than 6, its Rout Level is increased by one if
it cannot be retreated the full two hexes for each
Rout Level. It does not matter whether the unit is
not able to retreat at all or is only able to retreat
one hex — the unit’s Rout Level is increased by
one in either case.

[11.24] During rout movement, a double-counter
unit must be moved so that both halves of the
counter are moved into hexes which are both
closer to the designated mapedge. Note: This
movement may be into a flank hex. A double-
counter unit may be pivoted. However, its Rout
Level would be increased by one (and one point of
rout movement would be satisfied).

FRIENDLY MAP EDGE

FRIENDLY MAP EDGE

[11.25] Facing has no effect on rout movement;
i.e., a double-counter may be moved backwards or
lengthwise during rout movement.

[11.26] A routed unit must always be moved in the
way which causes the least increase to its Rout
Level. If there is more than one way to fulfill all
the rout movement requirements, the owning
Player may choose the path of the unit’s rout
movement. That is, if a routed unit can be moved
in such a way as to satisfy any or all of its rout
movement requirement, it must be so moved. If
there is no way for a routed unit to be moved
without increasing its rout level, the unit may re-
main stationary, or it may be moved.

[12.0] LEADERS

CASES:
[12.1] MOVEMENT OF LEADERS

Leaders are treated as combat units for all pur-
poses of movement, However, leaders may be
moved through and stacked on top of Friendly
combat units (see Case 6.12).

[12.2] EFFECT OF LEADERS
ONROUTED UNITS

If a leader who is not disobeyed is stacked with a
routed unit at the beginning of the Rout Removal
Phase, the Rout marker on that unit is removed,
and the unit is not considered routed for any pur-
pose, regardless of what the unit’s Rout Level was.

[12.3] DISOBEDIENCE OF LEADERS
ANDITS EFFECTS

If a leader is stacked with a combat unit which suf-
fers an increase in its Rout Level due to combat,
then that leader is considered disobeyed and a
Disobeyed marker is placed on the leader counter
to note that leader’s status. A disobeyed leader
may notremove the Rout marker from a unit with
which it is stacked. During each Simultaneous
Rout Removal Phase, all Disobeyed markers are
removed from the map.

[13.0] FATIGUE

GENERAL RULE:

During Game-Turns 9 and 10 of each game, the ef-
fects of fatigue on movement and morale come in-
to effect. All leaders and combat units are con-
sidered to be fatigued during those Game-Turns.

CASES:

{13.1] EFFECTS OF FATIGUE
ONMOVEMENT

The Movement Point Allowance of each fatigued
unit and leader is halved unless the unit or leader is
moved toward its Friendly mapedge, as defined in .
Section 15,.0 of the Exclusive Rules. If a fatigued
unit or leader is moved parallel to or away from its
Friendly mapedge at any point in its movement,
then its Movement Point Allowance is
automatically halved for that Movement Phase.
Thus, a fatigued unit or leader cannot be moved
away from its Friendly mapedge, if such move-
ment would cause it to expend more than half its
Movement Point Allowance. If a unit or leader is
moved toward its Friendly mapedge, its Move-
ment Point Allowance is normal. Fatigue has no
effect upon rout movement.

[13.2] EFFECTS OF FATIGUE
ONMORALE

If the morale of a fatigued unit must be checked,
two is subtracted from the die-roll on the Morale
Effects Table (10.2).

DESIGN CREDITS
Standard Rules Design and Research:
David Werden

Physical Systems and Graphics:
Redmond A. Simonsen

System Development:

Anthony F. Buccini, Tom Hamilton
Rules Editing:

Eric Goldberg

Production:

Mike W. Barr, Rosalind Fruchtman, Ted Koller,
Manfred F. Milkuhn, Bob Ryer




[7.4] TERRAIN EFFECTS CHART

Movement Effect
Terrain Feature Point Cost On Combat
Clear S None
Contour Line (downbhill) 1 see 7.24
Contour Line (uphill) +1 : None
River
(Bannockburn, Tamburlaine only) Prohibited None
River (Black Prince only) (see 18.0) ‘None
Burn (Bannockburn only) Prohibited None
Marsh (Bannockburn only) +1 see 15.6
Pools (Bannockburn only) Prohibited None
Dry River Bed (Tamburiaine only) +1 None
Camp (Tamburlaine only) +1 None
Road
(Tamburlaine, Black Prince only) 1 None
Bridge . 1 None
(Black Prince only) (see 18.0)
Village (Black Prince only) 1 see 8.16
Grove (Black Prince only) Prohibited see 8.16
Barrow (King Arthur only) Ll see 15.4
Megalith (King Arthur only) 1 see 15.4
Altar (King Arthur only) 1 cosee: 154
Ditch (King Arthur only) 1 see 15.4
Ridge Hexside (King Arthur only) 41 to cross see 15.4

[10.2] MORALE EFFECTS TABLE

Rout Level Increase -

Morale : :
Rating®> - A B. - C. D E
DIE :

-1 r2 3 r3 r3 r3
0 12 r2 3 13 13
1 rl 12 r2 r2 r3
2l or2 2 12
3 - rl rl 12 r2
4 = = rloooxlor2
5 - - - rl rl
6 - - = - rl
7 - - _ - -

—=No effect. r#=Rout level incurred. Die-roll
results of less than — 1 or greaterthan 7 are treated
as - 1 and 7 respectively, Units that incur a Rout
Level greater than 4 areeliminated.

MORALE EFFECTS DIE-ROLL MODIFIERS Tamburlaine
, A. The current rout level of the unit is

Robert at Bannockburn Black Prince subtracted from the die-roll.

A. The current rout level of the unit is A. The current rout level of the unit is B. If Fatigue is in effect, two is - sub-
subtracted from the die-roll. subtracted from the die-roll. tracted from the die-roll.

B. If Fatigue is in effect, two is sub-  B. If Fatigue is in effect, two is sub- C. If the unit is a double-counter unit
tracted from the die-roll. tracted from the die-roll. ‘g’lth an El'lemybltlmttn(li t?e reatrhcerét.er

. , om ie-

C. If the unit is a double-counter unit C. If the unit is a double-counter unit rc‘iﬁ one is subtracted 1t ¢
with an Enemy unit in the rear center with an Enemy unit in the rear center ’ . d
hex, one is subtracted from the die- hex, one is subtracted from the die- D. If the unit has bee,n attacke by,a a
roll roll. Lance-armed, charging cavalry unit,

. . two is subtracted from the die-roll.

D. If the unit has been attacked by a  D. If the unit has been attacked by a W u. . . 4
Lance-armed, charging cavalry unit, Lance-armed, charging cavalry unit, £+ Lf the unit is Ottoman or Serbian an
two is subtracted from the die-roll. two is subtracted from the die-roll. 18 S(;ZC};@S E’;’l‘tg.s‘lltﬁ“ Bayazid, two

E. If the unit is a schiltrom in close E. If the unit is a French unit stacked 's adde ,O_ ¢ die-rot. .
formation which has just been at- with the leader DuGuesclin, one is [ If theunitis Tartar, Mongol or Indian
tacked by fire combat by an English added to the die-roll. and is stacked with Tamburlaine, one
longbow unit, two is subtracted from is added to the die-roll.
the die-roll. G. If the unit has been attacked by a

rampant elephant, three is subtracted
from the die-roll.

King Arthur

D. If the unit is

stacked with a hiding

A. The current rout level of the unit is

B.

C.

subtracted from the die-roll.

If Fatigue is in effect, two.is sub-
tracted from the die-roll.

If the unit is a double-counter unit
with an Enemy unit in the rear center
hex, one is subtracted from the die-
roll.

leader, one is subtracted from the die-
roll.

. If the unit is Christian and in a bar-

row, megalith or altar hex, one is sub-
tracted from the die-roll.

If the unit is pagan and in a barrow,

megalith or altar hex, one is added to
the die-roll.
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14.0 INTRODUCTION
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17.0 LEADERS
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Leaders

[14.0] INTRODUCTION

King Arthur simulates the mythical battle of
Camlann which, according to medieval legend,
took place in 536 A.D. near Stonehenge. The bat-
tle was fought between loyal Britons led by King
Arthur and the rebel Britons and their Scottish,
Irish, Pictish, and Saxon allies, led by Arthur’s
son, Modred.

The game-scale is 50 feet from hexside to hexside
and 10 minutes per Game-Turn. BEach single
counter represents 200 men. Each double-counter
represents 500 men.

[15.0] CHANGES
AND ADDITIONS
TO THE
STANDARD RULES

CASES:

[15.1] SET-UPFORPLAY

After the Players decide who will play King Arthur
and who will play Modred, they place their units as
indicated on the map. The Modred Player’s Saxon
units may begin the game in Shield Wall mode. No
units receive Lance markers. The Modred Player
moves first.

RULES
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[15.2] FRIENDLY MAPEDGES
FORROUTED UNITS

[15.21] Modred Player’s Units

When a unit controlled by the Modred Player
engages in rout movement, it must be moved
toward the east mapedge if possible, or suffer the
penalties outlined in Cases 11.22 and 11.23. Thus,
routed units should be moved into hexes which are
either northeast or southeast of the units’ current
position during rout movement.

[15.22] King Arthur Player’s Units

When a unit controlled by the King Arthur Player
engages in rout movement, it must be moved
toward the west mapedge if possible, of suffer the
penalties outlined in Cases 11.22 and 11.23. Thus,
routed units should be moved into hexes which are
either northwest or southwest of the units’ current
position during rout movement.

[15.3] SPECIAL TERRAIN EFFECTS

[15.31] Restrictions on Cavalry Charge

A cavalry unit may not charge through or into a
barrow, megalith, altar or ditch hex, nor may it
charge through a ridge hexside.

[15.32] Ditch to Ridge Melee Combat

If a unit melee attacks across a ridge hexside from
a ditch hex, the owning Player must add two to the
die-roll on the Melee Combat Results Table.

[15.33] Pagan Shrines

If a pagan unit (see Section 19.0) in a barrow,
megalith, or altar hex must make a morale check,
add one to the die-roll on the Morale Effects
Table. If a Christian unit (see Section 19.0) in a
barrow, megalith, or altar hex must make a morale
check, subtract one from the die-roll.

[15.4] COUNTERS

LEADER N
Arthur <—p—Yame
@ Leader
5.4 Symbol
ProweSS// - \. Chivalry
Rating Rating
Front MARKERS Back
Man-to-Man
Combat Chit

Attack

Defense

Stun

Stun

Back

| Broken Lance
‘ Un-

horsed
Unhorsed

[16.0] SHIELD WALL MODE
GENERAL RULE:

Saxon units have the ability to enter or leave Shield
Wall mode during the Modred Player’s Movement
Phase. If, at any time during the Movement
Phase, a Saxon unit enters, leaves, or remains in
Shield Wall mode, that unit’s Movement Point
Allowance is reduced to one for that Phase. Units
in Shield Wall mode attack and defend normally.
They never move during the Rout Movement
Phase, regardless of their Rout Level, but rather
must suffer the Rout Level increase penalties
described in Case 11.2. Units in Shield Wall mode
have a Morale Rating of ““A.”’

[17.0] LEADERS

GENERAL RULE:

Leader units in King Arthur have several impor-
tant functions in addition to the ones described in
the Standard Rules for the Great Medieval Battles
QuadriGame. The most important of these is man-
to-man combat, which is described in detail in Sec-
tion 18.0. Each leader in King Arthur has a Prow-
ess Rating, which reflects his skill in man-to-man
combat, and a Chivalry Rating, which reflects how
noble and inspiring he is. All leaders with a
Chivalry Rating of one or greater are Christian.
All leaders with a Chivalry Rating of zero are
pagan.

Note that no Movement Allowances have been
printed on the leader counters in King Arthur. The
Movement Allowance of each leader is equivalent
to the Movement Allowance of the fastest unit of
that leader’s nationality. Thus, the leaders’ Move-
ment Allowances are as follows:

Good Britons: 16
Evil Britons: 12
Scots: 8

Irish: 12

Picts: 8

Saxons: 6

[18.0] MAN-TO-MAN
COMBAT

GENERAL RULE:

Man-to-man combat takes place between Enemy
leaders during the Man-to-Man Combat Phase,
which immediately follows the Fire Combat Phase
in every Player-Turn. The Man-to-Man Combat
Phase consists of a series of duels between Enemy
leaders. Each duel consists of a series of rounds.

PROCEDURE:

At the beginning of each Man-to-Man Combat
Phase, the Phasing Player may announce that any
one of his leaders, who is adjacent to an Enemy
leader, is challenging that Enemy leader. If the
challenge is accepted (see Case 18.1), the two
leaders involved immediately begin a duel. Before
each round, either Player may yield his leader (see
Case 18.5). If neither Player yields, the round is
resolved (see Case 18.3). If neither leader is killed,
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play proceeds to another round. A duel continues
indefinitely in this manner until either one Player
yields or one of the leaders is killed, at which time
the duel is ended. At the end of each duel, the
Player whose leader was last challenged may cause
one of his leaders to challenge any adjacent Enemy
leader. Players continue alternating challenges,
until both Players successively decline to
challenge, at which time the Man-to-Man Combat
Phase is ended.

CASES:

[18.1] CHALLENGES

Players alternate making challenges during the
Man-to-Man Combat Phase. If a Player does not
wish to make a challenge when it is his turn to do
so, he may decline to challenge. It then becomes
his opponent’s turn to challenge. By declining to
challenge when it is his turn to do so, a Player in no
way restricts his right to challenge later during that
Man-to-Man Combat Phase. If, however, both
Players successively decline to challenge, the
Phase immediately ends and neither Player may
make any more challenges until the next Man-to-
Man Combat Phase.

[18.11] Only one challenge may be issued by a
given leader during any given Man-to-Man Com-
bat Phase, regardless of whether or not the
challenge results in a duel. One leader may be
challenged any number of times.

(18.12] A Friendly leader may challenge only an
adjacent Enemy leader.

[18.13] Being disobeyed (see Case 12.3) or wound-
ed (see Case 18.4) has no effect on a leader’s ability
to give and receive challenges.

[18.14] Leaders who have hidden (see Case 18.2)
may not challenge for the balance of the Man-to-
Man Combat Phase in which they have hidden.

[18.2] HIDING

Whenever a pagan leader is challenged by a Chris-
tian leader, the pagan leader must either accept the
challenge or hide. If a pagan leader elects to hide,
his counter is placed under the counter represen-
ting the combat unit with which it is stacked. A
pagan leader who elects to hide may not initiate
challenges for the remainder of that Man-to-Man
Combat Phase. Only pagan leaders (see Section
17.0) may hide. Christian leaders must accept all
challenges to fight or must yield (see Case 18.5).

[18.21] Only pagan leaders who are stacked with
Friendly combat units may hide.

[18.22] Only pagan leaders who have neither
made challenges nor engaged in man-to-man com-
bat during the Man-to-Man Combat Phase in pro-
gress may hide.

[18.23] Hiding leaders must remain hidden for the
duration of the Man-to-Man Combat PHase in
progress and the two' Melee Combat Phases im-
mediately following. During the remainder of that
Man-to-Man Combat Phase, they may neither in-
itiate nor accept challenges.

[18.24] Combat units which must refer to the
Morale Effects Table while stacked with a hiding
leader subtract one from the die-roll on that table.

[18.25] At the end of the second Melee Combat
Phase of each Player-Turn, all leaders who went
into hiding during the Man-to-Man Combat Phase
of that Player-Turn come out of hiding. The
leader counters are then put back on top of the
combat unit counters with which they are stacked.

[18.3] COMBAT PROCEDURE
AND RESOLUTION

If a leader has challenged an Enemy leader, and
the Enemy leader has accepted the challenge, the

first round of the duel begins immediately. Each
round of the Man-to-Man Combat Phase consists
of the simultaneous execution of the dueling
leaders’ attacks. The procedure for the execution
of the attacks is as follows:

1. Each Player secretly selects two of his four
man-to-man combat chits and places them on the
map in such a way that his opponent cannot see
which chits he has chosen. Each of a Player’s four
chits represents an attack zone on one side and the
corresponding defense zone on the other side. One
chit is placed on the map sword side up, represen-
ting the attack zone chosen. The other chit is plac-
ed shield side up, representing the defense zone
chosen. Note that this means that a Player cannot
attack and defend in the same zone during a given
round.

2. The Players then reveal which attack and
defense zones they have chosen and determine the
success of their attacks upon each other. Each
Player cross-indexes his attack zone with his op-
ponent’s defense zone on the Man-to-Man Com-
bat Results Matrix. The matrix provides a number
which is then modified by any appropriate
modifiers from the list printed on the matrix. Each
Player then rolls one die, adding the die-roll result
to the modified number derived from the matrix.
Each Player then looks up the final number on the
Man-to-Man Combat Effects Table to determine
the result of his attack. Results are applied
simultaneously and immediately. Note that it is
possible, although unlikely, for two leaders to kill
each other simultaneously.

[18.31] If the number rolled on the die is one, the
leader’s attack has missed completely and has had
no effect on the Enemy leader, regardless of the
number derived from the Man-to-Man Combat
Results Matrix.

[18.32) Only leaders with a Chivalry Rating of
zero or one may use the Horse/Legs attack zone.
Any leader may use the Horse/Legs defense zone.

[18.33] Between the time that chits are revealed
and combat effects are applied, neither leader may
yield (see Case 18.5).

[18.34] Man-to-Man Combat Results Matrix
(see charts and tables)

[18.35] Man-to-Man Combat Effects Chart
(see charts and tables)

[18.4] EFFECTS OF MAN-TO-MAN
COMBAT

Effects of man-to-man combat are determined at
the end of each round and applied immediately
and simultaneously to both leaders. A wounded
result causes a leader counter to be permanently
inverted. A killed result causes the leader counter
to be permanently removed from play. All other
man-to-man combat results last only for the dura-
tion of the particular duel in progress, except for
stunned results which last only until the end of the
next round of the duel in progress.

[18.41] If a leader’s Chivalry Rating is fwo or
greater gnd he still has an intact lance, he must
always allow an opponent with a broken lance to
receive a new lance at the end of any round. There
is no limit to the.number of times a leader may
receive a new lance.

[18.42] If a leader’s Chivalry Rating is three or
greater gnd he is still on a horse, he must allow an
unhorsed opponent to remount his horse at the
end of any round. There is no limit to the number
of times a leader may remount his horse.

[18.43] Any leader who is unhorsed and/or has a
broken lance at the end of a duel immediately re-
mounts his horse and/or receives a new lance.
[18.44] Results which call for a leader to lose
something he does not possess are ignored.

[18.45] All leaders who are unhorsed are assumed
to have broken their lances.

[18.46] The only effect of a stunned result is to
modify the die-roll if there is another round in the
duel in progress. Leaders do not remain stunned or
unhorsed from one duel to the next; neither do
their lances remain broken.

[18.47] When a leader is stunned, unhorsed, or
when he breaks his lance, an appropriate counter
is placed on that leader counter to signify that
result. Remember, if a leader is wounded, his
counter is inverted and remains so for the rest of
the game. If a leader is killed, his counter is im-
mediately removed from play. However, if an
already wounded leader sustains an additional
wound, that wound has no effect.

[18.5] YIELDING

Before any round of a duel, before even the first
round, either Player may cause his leader to yield
to the opposing leader. If the yield is accepted, the
counter of the yielding leader is placed under the
counter of the opposing leader and is henceforth
considered captured. If the yield is not accepted by
the opposing Player, the duel continues. If a yield
is accepted, the duel is considered ended.

[18.51] Any leader may yield at the beginning of
any round.

[18.52] Christian leaders must always accept op-
ponents’ yields.

[18.53] Pagan leaders may accept yields if they
wish. They are not required to do so and may fight
on in the hope of killing their adversary if they so
desire. Once a given yield has been rejected, it may
not subsequently be accepted, although a new
yield at the beginning of another round may be.

[18.6] CAPTURED LEADERS

The counter of a captured leader must remain
under the counter of the Enemy unit or leader who
captured him. This rule is an exception to part of
Case 6.15 of the Standard Rules, inasmuch as in
King Arthur, captured leaders are not removed
from play. A leader can be recaptured or freed by
Friendly units.

[18.61) If an Enemy leader who has captured a
Friendly leader is himself subsequently killed or
captured in man-to-man combat, the -previously
captive leader is considered freed and is stacked
with the Friendly leader who was victorious in that
man-to-man combat. .

[18.62] If a Friendly leader is killed in the same
man-to-man combat round in which he kills an
Enemy leader holding a captive Friendly leader,
the captive is freed and placed in the hex vacated
by the recently deceased Friendly leader.

[18.63] If a leader or combat unit with a captive
leader is captured or eliminated through means
other than man-to-man combat, the formerly cap-
tive leader remains in the same hex but is con-
sidered freed, unless the former captive leader is
then still stacked with an Enemy unit. In this case,
the freed unit would, of course, become the cap-
tive of the surviving Enemy unit or leader.

[18.64] When a captive leader is freed, he again
functions normally in all ways but one: a freed
leader may not initiate a challenge in the same
Man-to-Man Combat Phas ' in ‘which he was
freed. Such a leader may be ~qallenged, however,
in that same Phase.

[19.0] NATIONALITY

GENERAL RULE:

All units in King Arthur belong to a nationality.
All units which are labeled Scot, Pict, Irish, or



Saxon belong to that nationality. All unlabeled
Modred Player units are Evil Britons. All of the
King Arthur Player’s units are Good Britons. A
unit of a given nationality can only be rallied by a
leader of that same nationality. All Evil Briton,
Good Briton, and Scottish units are considered
Christian. All other units are considered pagan.

[20.0] VICTORY CONDITIONS

GENERAL RULE:

Victory is determined by totaling the Victory Point
value of all Enemy units eliminated and Enemy
leaders captured or killed by the end of Game-
Turn 10. The game is a victory for the King Arthur
Player if the total of the King Arthur Player’s Vic-
tory Points minus the total of the Modred Player’s
Victory Points exceeds 20. Otherwise, it is a vic-
tory for the Modred Player.

CASES:

[20.1] VICTORY POINT YALUES
OF KING ARTHUR UNITS
AND LEADERS

The Modred Player receives Victory Points accor-
ding to the following schedule for eliminated King
Arthur units or eliminated or captured King Ar-
thur leaders (Unit or leader eliminated or cap-
tured: Victory Point award).

Plate armored unit: 10
Any other unit: 2
King Arthur: 50

Any other leader: 10

[20.2] VICTORY POINT YALUES
OF MODRED UNITS
AND LEADERS

The King Arthur Player receives Victory Points ac-
cording to the following schedule for eliminated
Modred units or eliminated or captured Modred
leaders (Unit or leader eliminated or captured:
Victory Point award).

Plate armored unit: 10
Saxon unit: 10

Any other unit; 2

Modred and Chelric: 25 each
Any other leader: 10
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[8.3] FIRE COMBAT RESULTS TABLE

Target Firing Weapon Type and Range
Unit: Type
Sling Bow Poison Bow
Range & -1 2 1 2-3 1 2-3
Plate 2.4 23 2.5 2.4 2.7 2.6
Mail 25,50 2.4 206002005 002008 0200
Leather 2.6 2.5 2.7 2.6 2.9 2.8

Fire Combat Die-Roll Modifiers:

Defender is charging

+2

[9.4] MELEE COMBAT RESULTS TABLE

Attacking unit type
Defending
unit type Plate Mail Leather

Melee Combat Die-Roll Modifiers:
Attacker is double-counter unit :

‘Plate 2,602,524 “attacking through front left,
Mail 2...8 2...6 2...5 fromit right, or flank hex +2
Leather 2..10 2.8 2...7 . Attacker is charging -2

Attacker attacks across ridge hex-
side from ditch ’ +2

[18.34] MAN-TO-MAN COMBAT MATRIX
Attack Zone

Defense

- Zone ci- Hlehmy Righto .. Left: -~ Horse/Legs® .
Helm 2 6 4 7
Right 5 7 c0 L6
Left 4 2 7 5
Horse/Legs 7 6 ~ 35 : 0

Modify: number: result according:tothe list- of :Manto-Man Combat Matrix
Maodifiers: and apply the modified number to-the Man-to-Man Combar Effects
Chart (18.35). * Leaders with a Chivalry. Rating greater than one may not use the
Horse/Legsattack zone: L ”

Man-to-Man Combat Matrix Modifiers:

The Prowess Rating of the attacking leader is
added. The Prowess Rating of the defending

leader is subtracted.

Attacker is mounted +1
Defender is mounted e 1
Attacker has unbroken lance +1
Defender is stunned . o +1
Attacker is wounded -1
Defenderis wounded ; +3
Notes:

If a leader has a Chivalry Rating greater than
one and has a lance himself, he must always let
his opponent get a new lance between rounds.
If a leader has'a Chivalry Rating greater than
two and is mounted, he must always let his.op-
ponent remount his horse between rounds.




[18.35] MAN-TO-MAN COMBAT EFFECTS CHART

Moditied
Die-Roll Effect :
-2 or less Attacker breaks lance and is unhorsed
3.7  Attacker breaks lance - '
8 No effect
9...10 ' Defender stunhed
11 Defender stunned and unhorsed
12...13 Defender stunned,'unhorsed, and wounded
14 or more  Defender killed
k Notes: - :

Ifithe numberrolled on thedice is one, theresultisalways*‘Noeffect?”,
A stunned result lastsonly for the next round: '
A wounded resultis permanent.
If a result calls for a leader to lose something he has already lost. that
partoftheresultisignored.

 There is no additionaleffect from multiple wounds
An unhorsed leader is considered automatically to have a broken lance:
‘Allleaders automatically remount and get new lances’between duels.

|
[7.4] TERRAIN EFFECTS CHART
Movement Effect
Terrain Feature Point Cost On Combat
Clear ‘ ‘ 1 None ; ‘ ‘
Contour Line (downhill) 1 see 7.24 (10.2] MORALE EFFECTS TABLE
Contour Line (uphilh . +1 None Rout Level Increase
River Morale
(Bannockburn, Tamburlaine only) Prohibited None Rating A B C b E
River (Black Prince only)  (sec 18.0) None DIk ‘ k
Burn (Bannockburn only) Prohibited None -1 12 ’r3 r3 r3 r3
Marsh (Bannockburn only) +1 see 1560 ¢ 2 12 13 13 3
Pools (Bannockburn only) Prohibited None f 12 12 12 13
Dry River Bed (Tamburlaine only) +1 - None 2 bl 2 12 2
Camp (Tamburlaine only) +1 None 3= rlorl 12 12
Road ' ' 4 - = ol ool 2
(Tamburlaine, Black Prince only) 1 None 5 - - - rl rl
Bridge 1 None 6 = = = . g e
(Black Prince only) (see 18.0) 7 N B B _ _
Village (Black Prince only) 1 see 8.16 o \
Grove (Black Prince only) Prohibited see 8.16 ~=No effect. r#=Rout level incurred. Die-roll
. —_— . ; . : results of lessthan — 1 or greater than 7 are treated
Barrow (King Arthur only) +1 see 15.4 as = 1 and 7 respectively. Units that incur a Rout
Megalith (King Arthur only) 1 see 15.4 Level greater!han4aree]iminat¢d.
Altar (King Arthur only) 1 see 15.4 k
Ditch (King Arthur only) 1 see 15.4
Ridge Hexside (King Arthur only) + 1 tocross see 15.4
202 King Arthur
Omo D. If the unit is stacked with a hiding
E ,'5 = A. The current rout level of the unit is leader, one is subtracted from the die-
E ) E‘: subtracted from the die-roll. roll.
€ g = B. If Fatigue is in effect, two is sub- E. If the unit is Christian and in a bar-
a Eg tracted from the die-roll. row, megalith or altar hex, one is sub-
52 C. If the unit is a double-counter unit tracted from the die-roll.
g with an Enemy unit in the rear center F. If the unit is pagan and in a barrow,
] hex, one is subtracted from the die- megalith or altar hex, one is added to
@ roll. the die-roll.
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'SCOTS CASTILLIAN
Robert 5 Moray Moray Henry the Don Tello : Galicia Burgos
um um um um um Wor TOH PTH | Loy PO
M-4-A M-4-A M-4-A M-4-A M-4-A M-6-A M-6-C L-6-E L-6-E
- —
1 Eduard Douglas Douglas Henry the Count La Mancha Asturias
um iﬁii mu Wi LY Ut >
M-4-A M-4-A M-4-A M-4-A M-4-A M-6-A M-6-C L-6-E L-6-E
FRENCH
Highlanders PHGa.\‘con Welsh ¥ Welsh ] Durham Granada Valencia Murcia Du Guesclin
L-6-B j: M-6-B 1 “N-6-Ex | N-G-E% ' L-6-D L6-E L-6-E L-6-E L P-4-A
Highlanders Irish | Irish 5 Irish Lancashire Cordoba Seville Andolusia Audrehom
L-6-B $ | M-6-B% | N-6-E > % ; N-6-E X | L6-C | L-6-E L-6-E L-6-E P-d-A
ENGLISH
Warw/ | Noruts/ i Ches/ I Lincolnshire | Lincolnshire ‘f Prince g Percy Pedro 5 Armagnac! il
Leics X Derby % Staffs x ‘ | | | EeWerd x the Crue% %
L-6-C | L.6D | L-6-D | L-6-C L-6-D i Z | P4 P-4 M.-65C P-4+€
—— = —_— - || — _ —
Yorkshire Yorkshire 1 Yorushire | Northmblnd | Northmbind 1 @ Prince Captal Chandosh, A A Lancaster
L-6-C L-6-C | L-6-C L-6-C | L-6-C P-4-A P-4-A P-4 P-4 A"%
_F??:: —ee e — = — = ' - > = - >
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Great Medieval Battles, Counter
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of this identi

in each individual game: 1.

Great Medteval Battles, Counter Section Nr. 5 (100 pieces): Front

I type in QuadriGame: 1; in each individual game: 1.
Total Qunnuty of Sections (all types) in QuadriGame: 1;

1

(%’:I':‘: Lange | Lance | Lanc¢e | Lange | Lance | Lance | Lance | Lance | Lance
1

Eance | Lance | Lange | Lance | Lance ! Lance | Lance | Lancé | Stun Stun

Brkn | Brkn | Rioht | Rioht Left Left Horse | Horse

Lo BLae ig ig e e Ll Necl Helm Helm

Dis- | Dis- Dis- Dis- Dis- Dis- Dis- Dis- Dis- Dis-

Obeyd ] Obeyd | Obeyd | Obeyd | Obeyd | Obeyd | Obeyd | Obeyd | Obeyd | Obeyd

Dis- Dis- Dis- Dis- Dis-

Obeyd | Obeyd | Obeyd | Obeyd | Obeyd \ 1 1 1 1 1

| S T2

3|3 |3

W

(98]

3

3

3

3|3 |3

W

W
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Great Medieval Battles, Counter Section Nr. S (100 pieces): Back |
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KING ARTHUR

» Fatigue Fatigue ‘ > '
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