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| ntroduction

Skirmishes are fast-paced, hair-raising affairs - arrows fly, weapons clash, people get wounded or die.
It's all over in a matter of minutes.

Why then do most skirmish rules take hoursto play? Thiswas something we could never understand —
why other available skirmish rules had players carefully planning their moves for each figure, writing
down orders and keeping tabs on how long it takes somebody to load and aim a crossbow. You lost the
tension and excitement of free-wheeling combat. Our other gripe was that most rules focused more on
weapons and armor than on the "terrible worm in an iron cocoon."

The intent of Knights & Knavesisto provide a gamethat is quick (which is only appropriate for actions
that take a few seconds in real life), that focuses more on people than fine differencesin armor or
weapons and that provides a unified point of view.

Thislatter issueis particularly important. Each player takes on the role of alord, chieftain or other
leader. He cannot exercise absolute control over an one except himself. There was no man-portable
radio in the Middle Ages; soldiersin the lord'sretinue or chieftain's clan received no commands from
their master unless he happened to be at hand. Neither could they read their master's mind and act in
battle accordingly. Thus, troops outside the range of the lord's voice will act independently, depending
on their armament, quality and impulses.

The rules are designed to be flexible enough to reflect combat in different lands and times throughout
the Middle Ages. So, whether it'sa Viking raid, Crusader's clashing with Moslems or endless border
skirmishes between England and Scotland, Knights & Knaves will accommodate your needs.

The reason for thisis simple and harks back to the business about perspective. Loyalty in the Middle
Ages was largely personal - to a baron, king, chieftain, khan or condottieri captain. People followed
and obeyed their feudal lord, clan head or paymaster. Knights & Knaves puts playersin the role of
these leaders, so the troops will follow you.

Command control then issimple, but strict. If you want something done, seeto it yourself

A number of social factors also influenced combat in this period. Knights preferred to fight knights;
knights might be ransomed; mercenaries must be paid; ethnic or religious hatred often flailed blood
lust. No rule system that ignores such social elements will accurately reflect Medieval battle.

Finally, even the Medieval mind would react to a battle being lost. Individuals and groups might leave
the field if things went badly, especially if their lord fell. (Remember that a vassal had pledged to serve
hislord aslong asthelord lived. So thefall of the lord freed his vassals from their obligation to him,
and discretion being what it is,... Likewise, if the free company captain went down, who was going to
pay the troops? Time to move on to another paymaster.)



We've tried to reflect all these considerationsin Knights & Knaves -
without bogging down the action. The result, we believe, is a fast, fun
game that realistically represents the essential elements of a Medieval
skirmish. And the beauty of this period is that much of war consisted of
these types of combats - raids, ambushes, etc. So, while the set-piece
battle may be spectacular, it was also comparatively rare. Skirmishing
was the central feature of warfare.

You 11 find designer notes sprinkled throughout the rules, so you
understand our intent (always a dilemma when playing somebody
else'srules). If in doubt, drop us a line, work it out using your own
common sense or let adieroll decide. Don't be afraid of this last
alternative. Skirmish combat was a very chancy affair, so adierall
may be the best way to resolve most disputes. We've not tried to write
exhaustive rules to foil the efforts of rules lawyers and the
gamesmanship crowd. Thisisthe Age of Chivalry, after all, so act like
gentlemen, or ladies as the case may be.

Our hope isto supplement Knights & Knaves with siege rules, skir-
mish campaign rules, scenarios and retinue (clan, tribe, company,

etc.) lists. The rules contain several lists and some scenario sugges-
tions. Let us know what you think of the game and what else you'd like
to see. We've had fun putting these rules together; we hope you have at
least as much fun playing them.

Phil Johnston
Les Benoodt

If you have questions, comments, etc., please email us at:
info@hisentco.com




Scales, Definitions, Armor, Etc.

Scales

1 figure = one man.

1inch = six feet.

1 turn = 10-30 seconds.

Thisflexibility isintentional, since we are more interested in reflecting
the flow of events in combat than an exact measurement of how long it
takes to aim a bow or draw a weapon.

Each foot figure should be mounted on a 1-inch x 1-inch base. Each mounted figure should be mounted
on al-inch x 2-inch base.

Each mounted figure should have a dismounted figure available to represent him should he be unhorsed
or choose to dismount.

All measurements are designed for use with 25 mm figures. If you want to game with 15 mm figures,
just halve all distances given in the rules and charts.

Equipment needed

To play ascenerio of Knights & Knaves you will need a copy of the rules, two 10-sided dice, figures, a
tape measure or ruler and terrain.

Definitions
Command range - the distance the player/figure's voice will carry in battle - i.e., 5 inches. An individua
within this distance, or a unit whose leader is within this distance, is within command range.

Unit - A group of 5 or more individuals with a sergeant or better asits|eader and with each figure within
two inches of another figure in the group. The player has the responsibility for declaring the existence
and composition of each of his units.

(Hint: the correct use of unitswill go a long way toward winning battles. Organize them carefully.)

Visibility - In most cases, if figures can “see-through” or around an intervening object, they are visible
to one another. Thisincludes figures at windows or behind battlements. Use your best judgment For
woods, afigure directly behind atreeis not visible to afigure in woods or in clear terrain; neither are
figures more than 6" into light woods or 3" into heavy woods. Measure from figure attempting to sight.
Figures in woods may see through twice this distance of woods to see figuresin the open.



Armor

Each figure must be given an armor rating, based on what armor is on the actual miniature. (It iscritica
that an individual's armor rating and weapons reflect the armor and weapons on the figure. This will
eliminate the need to constantly refer to rosters listing armor and weapons, and will provide a more
"redistic’ game.)

To determine the armor rating, begin with avalue of 3- clothed but not armored for people, naked for
horse. Add the following modifiers. The modifiers are cumulative, so if afigure has both mail limbs and
abreast plate, add +1 and +1. Note that Types G and H must be given all previous types aswell (i.e., |
must be given A-H aswell, so agothic armored man will have arating of 11). Also, D must also have C
(under the mail), and K must have J.

Type Armor Value
A Base 3
B Helmet +1
C Leather, padded gambeson  +1
D Mail hubrek +1
E Mailed limbs +1
F Brest plate/coat of plates +1
G Plated limbs +1
H Complete articulated plate  +1
I Gothic plate +1
J Cloth/leather/mail barding  +2
K Gothic plate barding +2

These armor ratings also are used as stamina levels for combat damage, except for horses. For them,
double the armor rating to determine stamina. Use these values when filling out the organizational
tables.

Example

A figure begins with a base of 3, adds + 1 for helmet, +1 for gambeson, +1 for mail hauberk and +1 for
a coat of plates for a total of 7. His horse begins with a 3 and adds + 2 for barding for a total armor
value of 5. However, the horse's stamina valueis 10, while the man'sis 7.

Etc.

Each figure also is assigned a melee skill and, sometimes, a shooting skill. Refer to the table below for
genera guidelines. Use the values in the organizational tables.

Figure Type Melee Skill  Shooting Skill
Lord/Chief 9,10 10
Knight/Bodyguard 8,9 9,10
Squire/Man-at-Arms 7,89 8,910
Sergeant/Valet 7,89 6,7,8
Soldier/Y oeman 6,7,8 4,5,6
Peasant 3,4,5 1,2,3



Thereis perhaps no aspect of Medieval study more complex than the terms used to describe military-
type people. There are a bewildering variety of Latin and collogquial names, the nuances of which are
interesting but not useful in a game such as this. For people interested in the excruciating details, we
refer you to Philippe Contamine's book, War in the Middle Ages.

The previously mentioned titles represent different classes of military types: lord/chef is the person to
whom the remainder of the group owe allegiance. A knight is seemingly self-explanatory but includes
only those people who joined the knighthood, not equivalently armed others. (Knights operated with a
distinct psychology and set of obligations, which is perhaps why many people who were eligible for
knighthood opted not to take the vows.) A bodyguard is an elite soldier (such as an askari) who isnot a
knight. A squire/man-at-armsis a person accustomed to combat, often a household retainer or paid
soldier of some wealth and position, but not one who normally isin leadership and isinstead the rank-
and-file of mounted or select dismounted units. (In some armies a few lord-, knight- or squire-class
figures may be armed with missile weapons, but not in most nations of the period.) A sergeant/valet also
isa combat veteran, sometimes a paid soldier, sometimes a retainer, sometimes just an experienced
soldiecapable of leading others, usually others of the middle or lower classes. A soldier/yeoman isthe
rank-and-file of the dismounted troops in most armies (horse-ar mies excepted). A peasant is someone
who is pressed into serviceto fill out the retinue, pilgrims on Crusade, laborer'sin a siege, etc.
(someone who'd rather be somewhere else and is more dangerous to himself than to others.)
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Setting Up a Scenarlo

The scenario options for Medieval skirmishes are endless. Y ou can play out a historic event, like
Bertrand du Guesclin's capture of Sir Hugh Calverly. Or you set up generic ambushes, raids, a
chevaucheg, etc. Or try brigands attacking a village, peasant revolts, or the set-piece tournament of
champions. There are too many to enumerate here. We're planning to publish a scenario book containing
retinues and scenarios, but until then, here are afew ideas.

Raising the shire

The standard way to play Knights & Knavesisto organize lances, tribal groups or raiding parties as
given in Appendix 1. Each player takes the part of alord, chief, etc. He forms his force (using the
sample organizations in Appendix |1, the requirements of the campaign or some other method) and
organizes the people in his retinue into units of five or more figures, each with aleader. Thus, in an
eight-player game, for example, each player isalord and leads several distinct units within his retinue.
Obvioudly an eight-player game need not be eight-sided; possibly it's a scenario with four French lances
meeting four English lances, or four-on-three with a mercenary or brigand outfit playing against both.

For an exciting variant of the standard organization - especially nice in multi-player games -try this:
Group al the lances on each side together, then divide them into units based on type and assign each to a
player. Thus, one side might have a unit consisting of four mounted knights and eight mounted squires,
another unit of 15 archers and crossbowmen and two units of foot soldiers. Each player takes on the role
of one of these unit commanders, not the lord of aretinue. He can further subdivide the command if
needed for better control.

This organization alows you to recreate the charge of 12 mounted men-at-arms at once to ride down the
hapless footsloggers, rather than just two or three guys on horses, and to witness the effect of massed
bowmen, rather than dribbling them out in groups. True, the player's don't all get to be nobles. But for
many peopleit's satisfying to play the "shock” or "firepower" role, rather than handling all arms.

My kingdom for a hillock

Once you've got the troops organized, set down terrain, lots of terrain. In a skirmish game every fold in

the ground, every tree, every water barrel is an important tactical feature. So be generous. If you play on
abare billiard table, the archers will kill everybody before anyone can come to contact, and what funis

that?

Be imaginative as well: an ambush in the woods, Saracens hiding behind sand dunes, a sudden sortie
from a castle against siege works. The more stuff on the table, the more fun and free-wheeling the game
will be.



For lawyer s and such

Play balance is often important, especially at club meetings or conventions. Nobody wants to lead the
peasant band armed with only sticks and scythes against the knights. (Actually, Phil kind of likes these
commands, since with them people expect you to lose.)

But, for other more normal people, here's a simple way to balance a scenario: Assign each figure a
number of points. Add the individual's melee skill, shooting skill, morale and stamina. Half the value for
peasants. Double the total if defending fortifications.

Sanding orders

As part of hisinitial deployment in the scenario, a player may issue a standing order to any number of
units or individuals. (Standing orders may also be given during the game but only if the player/figureis
within command range of the group's leader.) Standing orders will affect the unit's activities resulting
from command determination phases.

There are three standing orders:
Attack until... ......
Defend until... ......
Harass until... ......
The player must specify the event which will trigger the "until.” There are two types of such events:
An event related to occupation or abandonment of a terrain feature A trumpet,
flag or fire signal

For example, the terrain feature event might be the movement of an enemy across a bridge or the taking
of astructure by friendly troops. A fire signal might be the torching of a building or lighting of a bonfire.
(Appropriate trumpeters, flag bearers or bonfires should be represented with miniatures.)

A unit or individual with an "attack until" order will attempt to close with the enemy and remainin
melee with the enemy until the second half of the order istriggered. The unit or individual then will
retreat toward the lord or toward a designated terrain feature.

A unit or individual with a"defend until" order, will remain in place until the second half of the order is
triggered. The unit or individua then will attempt to close with the nearest enemy, move toward a
designated structure or move toward the lord, depending on which was specified in the original order.

A unit or individual with a"harass until” order will attempt to remain in shooting range of the enemy but
out of melee range. Obvioudly this takes some judgment, depending on the speed of the two opponents
and the types of missile weapons. So it's up to the players to attempt to maintain this distance. If the
individual or unit ends up in meleein any turn, the order isvoid.

Obvioudly, the player must be very specific. If there is any ambiguity in the orders or if thereis more
than one objective which qualifies under the order (i.e., the enemy has two groups of baggage wagons,
or some such thing), roll 1D10. If the unit leader or individual rollsless than or equal to his melee skill,
he will select the option preferred by the player. If not, he will select another option (determine
randomly if there is more than one "another option").
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TheTurn

Each turn consists of the following phases.
Rally - Determine those whose pluck returns, who is still a craven coward.
Command Determination - Figure out who is within the player/figure's command range.
Action - The actions of figures in command range are marked, then the actions of those outside
command range are determined and marked.
Movement - Reveal actions, move figures. Make morale checks and follow results as necessary

(Le,. m some charge situations).

Shooting - Calculate shooting, determine damage. Make moral e checks and follow results as
necessary.

Melee - Determine winners, assess damage. Make morale checks and follow results as necessary.

Fatigue - Determine who has incurred fatigue, who is out of ammunition and who has recovered
from fatigue by resting.

11



Morale & Rally

When to check morale
Attempting to rally during the rally phase*
For the following, check morale for the affected figures at the end of the appropriate phase.
Unit leader disabled (shooting or melee phase)
Lord/Chief disabled** (shooting or melee phase)
Cavalry attempting to charge spear-armed infantry (action phase)
Figure within two inches and adjacent or in front routs or becomes disabled (any phase)
Half or less staminaremaining - check each turn (command determination phase)
Infantry charged by cavalry (action phase)
* Only check for raly (i.e., ralying figures do not check due to adjacent routing figures during rally
phase)
** Will check upon initially seeing, even if the lord/chief was disabled in an earlier round but was not
visible at the time.

How to check morale

1. Determine morale class

Each figure is assigned a basic morale value. In addition, a unit's leader may add a bonus to every figure
in the unit (or figure within command range for alord/chief). However, his morale must be at least one
point higher than the led figure for each bonus point. Thus, a9 will not affect another 9, can only add 1
toan8and canonly add 2toa7 or 3to a6.

Type Morale Vaue Morale Bonus
Lord/Chief 9,10 (+3)
Knight/Bodyguard 8,9 (+2)
Squire/Man-at-Arms 7,8

Sergeant/Valet 7,8 (+1)

Soldier/Y eoman 6,7

Peasant 4,5

2. Modify morale
Once afigure's morale class is determined, modify it according to the table on the facing page. All
modifiers are cumulative. Begin at the top of the list and work down.

12



Morale Modifiers

Enemy lord/chief disabled +2

Peasant or soldier directly attacked by cavalry -1 (per mounted figure)
Lord/chief disabled* -3

Adjacent (friendly) figure killed or routed this turn -1 per figure

Unit leader bonus +1, +2, +3

Less than 75% of original staminaremaining -2

L ess than 50% of orginial staminaremaining -4

Less than 25% of orginal staminaremaining -6

Fatigue -2 per permanent level
Ethnic or religious hatred/zeal +2

In or behind cover +4

I unit of 5-10 figures ** +2

In unit of 11 or more figures** +4

* Does not apply to military orders or other troops subject to modern-style military discipline.
For these types of troops, Loyalty was not merely personal. Their loyalty was often directed toward the
order or unit or cause.

** Current unit strength
Each figure checks morale individually, left to right/front to rear for figuresin units.

Exception: If a unit leader sergeant or valet, etc., in the unit must check, begin with him. If he passes, he
may give hisleader bonus to other figures within 5 inches.

3. Determineresult

To check morale, roll 1Db. If the result islower than the modified morale value, the figure is unaffected.
otherwise the figure routs and moves his maximum running speed away from the enemy until rallied. A
natural 10 always fails, a natural 1 always passes.

A routing figure will not melee or shoot If surrounded with no gap between enemy exceeding 4", the
figurewill yield to nearest opponent, unless a berserk who will attempt to melee any opponent in his
rout path.

If noble/gentry and in melee, it will yield instead of routing. A knight must accept. Any other figurerolls
1DI0, with a 9-10 result meaning he kills the noble/gentry In addition, awounded player/figure may
yield to an opponent voluntarily. Again, aknight must accept. Any other figurerolls 1D10, with a10
result meaning he kills the yielding player/figure. A live person of position and wealth might be worth a
lot of money in ransom. But then, the armor and weapons from his corpse also are valuable, and in the
heat of combat, sometimes anger prevails over greed.

Brigands, heretics, infidels, etc. are always killed, unless the figure is alord/chief.

The figure to whom afigure yields must escort his captive off the field and will melee only if attacked.

13



Examples

Morale check

Seven Scottish spear men arein a unit. They are soldiers with a morale value of 7. They areled by a
sergeant with a morale value of 8. The Scots are fired on by a unit of English longbowmen. One of the
spearmen in the front rank is struck by several arrows and has less than 25% of hisoriginal stamina
remaining at the end of the shooting phase. He is forced to check morale at that time. The Scottish
player modifies the morale value of the hapless spear man as follows:

Moral Class: 7
Unit leader bonus +1
Less than 25% of original stamina: -6
Ethnic hatred: +2
In unit of 5-10 figures +2
Modified Morale Value: 6

Note: If the sergeant was forced to take a morale check as well, he should be checked first to seeif he
will stay around to lend his bonus to the rest of his unit.

The player rolls 1D10 and gets an eight. Asthis result is not less than the modified morale value of six,
the figure routs a full move directly away from the threat. A full move is defined as the figures running
speed modified as shown on the movement chart.

This routing figure makes it necessary to check additional figuresin the unit. All figureswithin 2" and
able to see the routing spear man must check morale. Keep in mind that all modifiers are applied to the
individual at the time of the check; i.e., the first man to rout from a unit causes a -1 modifier to those
within 2", the next would add an additional -1 for a total of-2 to all that are within 2".

If a unit, as a result of multiple routs, drops below 5 figures, that bonusislost aswell. In any circum-
stance, no more than one morale check will need be taken by any figure in a phase, regardless of the
cause. A figure would not be forced to check for loss of stamina and then check for seeing one of his
comrades rout as well. However, a figure may be forced to check morale each phase (rally, movement,
shooting, melee) depending on the events that transpire in that phase.

Rally check

During therally phase of the next turn, the Scottish player may attempt to rally his fleeing figures. To do
this he simply computes the modifiers for each figure given that figure's present situation (with the
exception of the adjacent friendly figure routing modifier). Figures that rout past a previously muted
figure do not affect it. With respect to our hapless spearman, his modifiers would be as follows:

Morale Class: 7
Less than 25% of original stamina: -6
Ethnic hatred: +2
Modified Morale Value: 3

The player would haveto roll lessthan a 3 on 1D10 in order for the figure to halt hisretreat. A result of
alisalwaysasuccessand a 10 isalways a failure. Herollsa 5, which isa failure, and thefigureis
moved again a full move away from the threat. Rout movement is modified by all modifiers that apply.

14



Command Deter mination

Anindividual within 5 inches of the player/figure, or unit whose leader is within 5 inches of the player/
figure, can be moved by the player without restriction, subject to morale conditions. Those outside will
have the die determine their actions. Mark each figure with an appropriate chit, face down.

Exception: Each archer or slinger with adeclared action to shoot must roll 1D10 -- a 1-2 prevents them
from shooting this turn; a crossbowman also rolls 1D10, and a 1-5 prevents him from shooting. A
handguuner wishing to shoot must roil a9-10 on 1D10, then roll a9-10 on a second 1D10 to shoot. The
second roll represents misfires.

Note: Figures outside command range do not use this procedure; rules for their activity follow in the
Action Phase.

Recommended optional rule: Pairs of crossbowmen may operate as a team, one loading, the other
firing. Only one of the pair may shoot, but the shooter rolls for all activation checks as an archer. Some
historians claim this was a common tactic for crossbowmen.

Example

An English retinue has 2 units - archers and spearmen - and a knight and squire. To determinewho isin
command range, the player measures 5" from hislord. The sergeant of archersis 3" fromthelord (any
part of the figure including the base) and therefore is given a chit to move and shoot. The chit is placed
face down on the table next to the sergeant. The leader of the spearmenis5" away fromthe lord, just
inside command range, and also given a movement chit, also placed face down. The knight and squire
are 6" away fromthelord, so their action will have to be determined on the action table.

Note that all figuresin a unit need not be within the command range of the lord, only the unit leader
Unit leaders may not "relay” the lord's ordersto other units or to figures outside of their unit. Each unit
leader has a command range of 5" that is effective only within his unit.

Order activation

A player/figure may attempt to trigger the second part of a standing order at the beginning of this phase;
that will be his declared action for the turn. To make the designated signal, neither he nor his signaling
figure may currently bein melee. The signal is automatic.

However, its receipt by the intended audience is not. To determine if the individual/unit leader sees/
hearsthe signal, roll 1Db. If theroll is equal to or less than his melee skill, he sees’hears the signal and
iswilling to act upon it. Otherwise, he missed it or believes he did not see/hear it The player/figure may
attempt to signal only once per turn but may signal every turn until the order is activated. If the
individual/unit leader sees/hears the signal, he and the members of his unit then may roll for action
normally.

15



Action

1. Figuresin command range
Simply mark each figure with the appropriate chit provided with the game.

2. Figures not in command range

Next, each player determines the action of his uncontrolled figures by referring to the following chart
and rolling 1Db. A leader in aunit must roll before any other figuresin the unit. Following rakksin a
unit will stop if their path is blocked by afront-rank figure. All other individuals not in command range
of the lord must roll on the following table, selecting the appropriate row by figure type:

1-2 34 5-6 7-8 9-10
Archers, slingers, Stay put | Shootonly | Moveupto | Moveupto | Moveup to full
crossbowmen with latches half and | full and shoot| and enter melee or
or in teams shoot shoot
Crossbowmen with Stay put | Stay put Shoot only | Moveupto | Moveup to full
medium or heavy hal f and enter melee or
crossbows shoot
Handgunners Stay put | Stay put Moveupto | Shoot only |Move up to tull and
hal f enter melee
Others Stay put | Moveupto | Moveupto | Moveupto | Moveup to full
hal f full half and enter| and enter melee
melee

Any figure more than 2" away from its unit will attempt to move to rejoin the unit, uniessa 10 isrolled.
In that case, it will move toward the nearest enemy

Movement will be toward the enemy, if visible or location is known or suspected (in buildings, for
example). If no enemy presence is known or suspected, movement isin any direction desired.
Skumishers, such as some barbarians and horse archers, may move in any direction desired, except that
they may only move toward an enemy if they roll an "enter melee” result

Note: Half move for a horseiswalking, a full move is cantering.

Modifiers
+2 for figuresin aunit, if the leader rolled something other than stay put
-2 for figuresin aunit, if the leader rolled stay put
+2 for knights and berserks
-2 for unpaid mercenaries, peasants and other unreliable types
-1 for each fatigue level an individual hasincurred
+5 if unit or individual operating under the first part of an "attack until" standing order
-5if unit or individual operating under the first part of a"defend until” standing order
-5if unit or individual activated second part of an "attack until” order thisturn
+5 if unit or individual activated second part of a"defend until" order this turn

16




Note: A figure in melee with a noble opponent will aways attempt to remain in melee with that
opponent.

If aplayer/figureisdisabled or leaves the field, remaining figures must roll as above to determine their
action for the remainder of the battle - in other words, the player/figure is not replaced during the action
and therest of hisforce is uncontrolled.

Exception: Any knights, squires, valets or sergeants in the lord's/chief's household who pass their
morale check for seeing his becoming disabled will move to recover hisbody and carry it from the field.
Two figures are required to carry his body, and these may neither parry attacks, attempt to strike home
or to shoot missile weapons. Other figures will cluster around the fallen lord/chief to defend his body.

Special case

If no enemy iswithin sight and the retinue is not being shot at, no
command determination is made. The player may simply move figures as
he wishes, as long as they are moving in the same direction. If the player
wishes to move a portion of hisfiguresin adifferent direction, those
individuals or units must be within command range at the time their
movement begins to diverge from the rest of the retinue. From that point
on, they may be moved freely, until the enemy is sighted or the figures
are shot at

When combat is not imminent, people will tend to follow their leader or
the rest of their group. The lord also may tell a group to "march over
there and look around that village" or "move around the other side of this
copse of trees™ and they will do so, since the terror of battleis not yet
upon them.

Units with standing "defend until” orders need not roll for activity if no enemy isvisible.

Example

A knight and squire are not near enough to the lord to have their actions determined by the player. So,
the action table is consulted. The player reads down the left hand column until he finds the proper troop
type. in this case, "Other." Next, he rolls 1D10 and modifies the result according to the table at the bot-
tom of the chart. The player rolls a 9for the knight and modifies that by +2 with a result of "Move full
and enter melee." The player marks the knight with a movement chit, face down, and rolls for the squire.
That dieroll resultsin a5 with a modifier of +2 because the unit leader rolled something other than
stay put. Theresult is"Move up to half and enter melee." The squire is marked with the appropriate
chit, placed next to the figure face down.

17



M ovement

Hor se panic check
Following the action phase, but before moving any figures, roll for each wounded horse to determine its
reaction to being wounded. Modify as indicated. Follow the results listed.

1. Rall 1D10.
2. Addremaining stamina.
3. Add 3for atrained warhorse; subtract 3 for a nag.
4. Consult the following for the result:
4 or less 5-9 10-13 14 or higher
Horse bolts away from Horse will not movethis Horse charges nearest No effect
enemy turn enemy

1. Movement declaration

Each player rolls one die. The player with the highest result can
declaretheaction (including qualifiers like running, entering
buildings, etc.) of oneindividual or force another player to do so. He
does so by turning over the chit and listing any qualifiers, etc. Each
player then, in turn, declares the action of one individual until no
individuals are without declared actions. Each player must declare the
action of his player/figure before declaring the action of any other
figure. Individuals with declared actions will perform those actions
during the current turn.

Players may dispense with thisif desired. It isintended as a way to
ensure that no player practices any gamesmanship during this phase.
If that's not a concern, just have everybody turn over their chits,
declaring actions and qualifiers, simultaneously.

Any figure left without a chit by accident must be rolled for on the
action chart at the end of movement declaration.
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2. Morale checks
Make morale checks as necessary for figures being charged. Apply results immediately.

3. Movement

Once dl individuals have had their actions declared or determined, move each figure accordingly.
Movement is considered simultaneous, but where conflicting actions arise players may wish to aternate
movement, pro-rating conflicting actions. Each figure will move a distance determined by whether heis
mounted and his weight of armor:

Mounted
Walk 8"
Trot 12
Canter 16"
Gallop 24"

A horse gains one fatigue level for each turn galloping and may recover only by standing or walking.
A mount may turn up to 45&at the half-way point of its move (or quarter-way of a half-move).

Any non-warhorse (destrier) may not gallop.

A horse that was stationary or walking last turn may be moved in any direction; al others must
change direction only as above.

Dismounted

Armor Rating Distance Walking Distance Running*

5o0rless 10" 207"
6,7 8’ 16”
8,9 6’ 127
10, 11, 12 4’ 8’

* When chits are revealed, a player may declare that figures in command range of the lord/chief
will "run™ doubling their movement distance and automatically incurring afatigue level.
Highlanders and Vikings will always run, unless ordered otherwise.

Modifiers
1/2 move if anindividual or horse has 1/2 or less of its original staminalevel remaining
+2" for routing individuals
-2" for gentle slopes
-3" for steeper slopes, ladders or stairs
-1" for each fatigue level
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Special Cases

Charging at the gallop: A figure charging at the gallop will move his complete move distance,
if possible. If there is an obstacle or second rank of figures behind his melee opponent, he stops
immediately in front of the obstacle or the first rank.

Linear obstacles: A figure must stop upon contact with alinear obstacle. The following turn he

may scaleit (if physically possible - use your judgment) but may move no further. The following
turn, he may move freely.

Buildings: The figure must stop at the door/entrance upon contact. The next turn the figure may
freely enter or leave the building at the full rate. (Obviously, if the door is locked, he must
attempt to batter it down. For alight door, roll 1D10. If the result is lower than the figure's melee
skill rating, he knocks down the door. Two or more figures subtract 1 from the dieroll for every
additional figure; use the skill of any figure to determine result For heavy doors, gates, etc., the
scenario designer should come up with aroutine incorporating such things as the thickness of the
door, use of aram, any anything else he thinks fit. Assaults upon fortifications and buildings will
be covered in more detail in the forthcoming siege rules.)

Mounting/dismounting: This takes one turn, during which afigure may only parry if in melee.
Unit Reorganization: Figuresin a unit may be rearranged as desired - if there is aleader
- even if the unit is stationary.
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Shooting

Shooting is simultaneous. Thus, athough the results of each individual's shooting may be determined
separately, al effects are applied simultaneously at the end of the phase.

1. Deter mine shooting skill

Look up the shooting skill for the figure on the organizational table. Modify as listed below.

2. Determinerange

Measure the range from the shooter to the target and modify as listed below.

3. Determine hit number and roll to hit
Cross-index modified shooting skill and modified range to obtain hit number. Roll 1D10, aresult equal

to or greater than the modified hit number isahit. A dash (—) on the chart indicates no posibilty of a

hit.
Distance
Modified Shooting Skill | 4 | 8 |12 | 16 | 20 | 24 | 28 | 32 | 36 | 40 | 44 | 48 | 52 | 60 | 72
10 222|222 |2|2|2|2]|3|4]|5]|7] 1
9 212|222 |2|2|2|2|3|4|5]|]6|8]|—
8 2(2|2|2|2|2|2|2|3|4|5|6|]7]|9]|—
7 2(2|2|2|2|2|2|3|4|5|6|7]|8]|10|—
6 2112|2222 |3|4|5|6|7,|8]|]9|—|—
5 212|222 |3|4|5|6|7|8|9]|]10|—|—
4 212|122 |3|4|5|6|7|8|]9|10|—|—]—
3 212|234 |5|6|7|8|9|10|—|—|—]|—
2 2112|3456 |7 |8|9|10|—|—|—|—]|—
1 213|456 |7 |8 |9 |10|—|—|—|—|—]|—
0 3/4|5|6 |78 |9 | 10|—|—|—|—|—|—]|—
-1 4/5/6 |78 |9 |100|—|—|—|—|—|—|—]|—
-2 516|789 | 10|—|—|—|—|—|—|—|—|—
-3 6|78 9 10| —|—|—|—|—|—|—|—|—|—
-4 7189|110 —|—|—|—|—|—|—|—|—|—|—
-5 8|9 | 0| — | —|—|—|—|—|—|—|—|—|—|—
-6 9|1 0|—| —|—|—|—|—|—|—|—|—|—|—]—
-7 0| ——— ||| —|—|—|—|—|—|—|—|—
Shooting Skill M odifiers
Target Shooter
Obstructed view* 1down Moved 1/2 skill (round down)**
Small shield/targe/buckler 2 down Each permanent fatigue level 2 down
Large shield 4 down Lessthan 75% of staminaremaining 1 down
Pavise 6 down Lessthan 50% of staminaremaining 2 down
Behind waist-high wall 3down Lessthan 25% of staminaremaining 3 down
Behind chest-high wall/battlement 6 down
Behind window/arrow dlit 8 down
Mounted 1 down

* Interviening terrain such as bushes,

wagons, etc. that target is not directly behind.

** Take original skill, have it rounding down.
Move that number of steps down the chart
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Range Modifiers

Target moved 4 right
Light/medium crossbow 1 right
Short bow (not composite) 2 right
Hand gun 4 right
Thrown weapon 5right

If afigureis being charged, conduct a morale check (thisisin addition to the check for being charged).
If the figurefails, shoot at the range at which the charging figure first was sighted or began movement
thisturn. If the figure passes, shoot at closest possible range (not always point blank if charging figure
does not make contact this turn).

If the missile misses its intended target, check the two figures nearest the target and within two inches.
This includes the horse for a mounted target. Recal cul ate the shooting normally. Roll as usua and
determine any hits or damage. If no oneis hit, the missile flies harmlessly by.

To determine the effect of shooting, roll anumber of dice and subtract the target's armor value. The
result (if a positive number) represents the lost staminalevel of the target

More than 20" = 1D10 6"-20" = 2D10 Under 6" = 3D10
Longbows, guns and medium/heavy crossbows add +2 (not 2D10) at all ranges.

When staminareaches O, the figure is disabled (and probably dying).
No firing at figuresin melee (i.e., in base-to-base contact with an enemy figure at the end of movement).
Figuresin melee may not fire.

Thrown weapons such as javelins without throwing thongs, thrown axes and the like determine damage
indicted on the melee damage chart, not the damage routine listed here. Without throwing aids, such
weapons would not achieve significantly greater momentum than if they were wielded in melee.

Example

An English archer is attempting to shoot a Scottish man at arms. The archer has a longbow and moved
this turn. The Scotsman also moved and is wearing a mail hauberk and carrying a large shield. The
range between the figuresis 12 inches. The shooting player consults the organizational table and finds
the shooting skill of the figureisa 7. Starting at 7 on the modified shooting skill column on the shooting
table he moves down 4 to 3 because of the target's large shield. He moves down 4 more due to the
shooting figure having moved this turn (half of 7 rounded up is 4) arriving at -1. Next, the shooting
player reads across the row to range column, 12". At this point any range modifiers that apply would be
added. The target moved for a 4-column shift to the right, arriving at column 28. Any other modifiers
are added to this shift. Once all range modifiers have been added, the final to hit number is determined.
For this example the result is 10. The shooting player must roll a 10 on 1D10 in order to hit the target.
If a dash (-) appearsin the cell corresponding to the modified skill/range location, there is no chance of
a hit.

The shooting player beats the odds and rolls a 10 for the previous example. Now damage must be
assessed to the receiving figure. The shooting player consults the shooting chart and finds missile
weapons at arange of 12" do 2D10. He is using a longbow and can add another 2 to thetotal. Herolls
a12. Thetargeted figure now subtracts his armor level from the damage and ends up taking 4 points.
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Melee

Figures in base-to-base contact at the end of movement are in melee. Each figure may attempt to strike
only once per turn. (Option: onefigurein a force may be designated a champion and may attempt to
strike twice per turn.) To conduct melee, the melee skill of each figure is added to 1D 10 and aweapon
value. From this the effect of fatigue and an opponent's shield value are subtracted. Terrain asois
factored in. The figure with the highest modified result strikes home. Ties mean no one hits.

1. Deter mine combat factor
Cross index the figure's melee skill with weapon value to determine combat factor.

Weapon Type Weapon Class Weapon Value
Sword 1 4
Mace/AX 2 3
Two-handed Sword 3 4/3
Pole Arm/Short Spear 4 4/2
Lance/Long Spear (12" or more) 5 6/0
Short Sword/Dagger 6 3
Farm implements/Other 7 2

Weapon classes 3, 4 and 5 use the first number in their first round of combat. If they strike home, they
may use the first number again in the next turn. If athey do not strike home against an opponent in any
round of combat, they must use the second number as long as they remain in combat with that opponent.

Weapon Value
Melee Skill 0 2 3 4 6
3 3 5 6 7 9
4 4 6 7 8 10
5 5 7 8 9 11
6 6 8 9 10 12
7 7 9 10 11 13
8 8 10 11 12 14
9 9 11 12 13 15
10 10 12 13 14 16
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2. Modify combat factor

Modifiers

On horseback, up-slope or up-stairs while opponent is not +1
Restricted terrain (close woods, doorways) -1
Opponent’ s shield (not while wielding a two-handed weapon)

Small shield -1

Large shield -2
Less than 75% of original staminaremaining -1
Less than 50% of original staminaremaining -2
Less than 25% of original staminaremaining -3
Each fatigue level -1

3. Determinefinal combat value
Take the number obtained above and roll 1D10. Theresult is the fina combat value. Compare with your
opponent; highest result wins and figure strikes home. A tie means neither figure strikes home.

Special cases

A figure may choose to parry up to two opponents instead of attempting to strike home. Each
result is calculated separately and normally, but when the parrying figure wins or ties, then neither
figure strikes home.

A lance-armed figure charging at the gallop loses the lance if he strikes his opponent. It either
breaks or is stuck in the hapless victim. The lance-armed figure may draw another weapon
(sword, for example) in the next turn. If in base-to-base contact with an opponent at the beginning
of the next turn, he may only parry in that round of melee and may not add the weapon factor of
the newly drawn weapon.

A figure charging at the gallop will move his complete move distance, if possible. If thereis an
obstacle or second rank of figures behind his melee opponent, he stops immediately in front of the
obstacle or the first rank. (If he contacts another figure during this movement, he may melee
again. But remember that if he had alance and won melee with the first figure contacted, he has
no weapon now and may only parry)

Any time afigure in base-to-base contact with an opponent wishes to draw another weapon (a
spearman wants to draw his sword, for example), he may only parry in that round of combat and
gets no weapon value at al. If not in base-to-base contact, a figure may drawn a new weapon
freely. (This also applies to figures contacted by figures charging at the gallop and passing their
first opponent If, for example, they are bow armed, they may not draw a weapon until the next
melee phase and may only parry.)

In the first round of combat between two figures, afigure armed with weapon class 1, 2, 6 or 7
fighting a figure armed with weapon class 3, 4 or 5 may only attempt to parry. The latter getsa
free shot, reflecting the longer reach of these weapons. If the individual with weapon class 3, 4 or
5 strikes home, he may use the higher weapon factor next turn. If not, he must use the lower
factor. In any case, the opposing figure may attempt to strike home next turn.
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In aunit with more than one rank of figures, an individual armed with aweapon class of 3, 4 or 5
in the second rank may attempt to strike an opponent engaged in melee with afirst rank figure
directly in front of him. This opponent may attempt to parry both attacks or may attempt to strike
the front rank figure, allowing the second figure a free shot. To determineif a second rank figure
hits, add his melee skill, weapon factor and 1D10. A 15 or higher isahit This aso appliesto
figures attempting to strike a horse.

Note: Figuresin the second rank always use the higher weapon value, as long as they arein the
second rank. If they become afirst rank figure (for example the original first rank figureis
killed) they move forward and melee as afirst rank figure, that is, using the higher value aslong
as they continue to strike home.

If both sides in a melee have units with multiple ranks, the first ranks will melee each other and
the second ranks will melee each other, if atarget isavailable. A second rank figure without a
second rank opponent may strike afirst rank figure.

4. Determine damage
To determine melee damage, add a number of dice and subtract armor value:

1D10 for sword, short spear or javelin

2D10 for ax, mace, long spear or lance

3D10 for pole arm, two-handed sword or two-handed ax.

+1D10 for spear- or lance-armed charging at the gallop or spear- or lance-armed being
charged at the gallop (only +1D10 if both charging and being charged)

-1 for each fatigue level (not 1D10)

Roll the appropriate number of dice. Subtract the target's armor value. If the
remainder is zero or less, there is no dam-age. If the remainder is positive,
this amount is taken from the figure's staminalevel. When staminareaches 0,
the figureis disabled (and probably dying).

A disabled figure may not move or fight. A disabled player/figure must roll
1D10. Thisisthe number of turns he remains conscious and can continue to
give orders for com-mand determination. He may be carried to safety by two
other figures, who may neither parry nor attempt to strike home if engaged in
melee.

Example

lan and Edward are engaged in melee. Each player deter mines the weapon type heisusing; lan has an
ax while Edward has a two-handed sword. Each compares the weapon classes to seeif either figure
gets a free shot this turn. lan's weapon classis 2 while Ed'sis 3. lan is at a disadvantage because of his
shorter weapon so he must parry this round. They reference the mel ee skill/weapon value chart for
each figure. lan's melee skill is 7 and his weapon valueis 3; thisresultsin a value of 10. To this he
adds 1D10, herollsa 6 for a grand total of 16. Ed's fighting skill isalso 7 and his weapon valueis 4
for thisfirst round. Histableresult is11. Ed'sdierall is 6, thus hisgrand total is17. Ed strikeslan a
mighty blow. Ed rolls 3D10 and subtracts lan's armor value to determine damage. The result is de-
ducted from lan's stamina.
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Falls

A figure may fall for anumber of reasons. These include:
Any mounted figure struck by alance-armed opponent charging at the gallop
Any mounted figure losing 25% or more of hisremaining staminain around of combat
Any mounted figure struck by a spear or halberd-armed foot figure
Any figure wounded on a precipice, stairs, wall, etc.

If afigure meets the above criteria, then he may fall.

1. Determinefalls
To determine if afigurefalls, roll 1D10. The effect will depend on whether the figure is mounted and,
if so, the speed of hishorse. A result equal to or less than the following numbersisafall:

Dismounted/Standing or Walking Horse =1 Trot =2 Canter =3 Gallop =4

Modifiers
-1 to thedieroll for each temporary fatigue level
-1 tothedieroll for each staminalevel point already lost
+1tothedieroll if the figure hasamelee skill of 8, 9 or 10

2. Determinethe effects of the fall
If afigurefalls more than 24 feet, he is dead. Otherwise, roll 2D10 to determine the result:

2-4 = okay (found the experience refreshing)

3-8= stunned for a number of turns showing on the dice divided by 2 (rounded up)
9-11 = one-quarter remaining staminalost (round up) and stunned 5 turns

12-15= one-half remaining staminalost (round up) and stunned 6 turns

16-18 = three-quarters of remaining staminalost and stunned 8 turns

19-20= disabled outright, and probably dying

+2 if the figure has less than half his origina staminaremaining prior to the fall

A stunned figure can do nothing, not even parry, while stunned. A disabled figure may do nothing -
permanently. If the disabled figureis a player/figure, roll 1D10. Thisisthe number of turns he remains
conscious and can continue to give orders for command determination.

Example

Sr Bob charges a group of Scottish spearmen at the gallop. Heis struck by a spear for 4 points of
damage. He now has to check for falling. Sr Bob rolls 1D10 and modifies it by the following: +1 be-
cause of hisfighting skill of 9, -4 for stamina pointslost. Bob rollsa 7 which is modified to a 4. Not
good enough, Bob. He falls off his horse as a result of the impact with the spear. He then rolls 2d10
and consults the table for hisfate. Bob rolls a 9, looses one-quarter of hisremaining stamina and is
stunned for 5 turns. The Scots cheer and descend on the now defensel ess Bob like ducks on a June bug.
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Fatigue, Rest & Ammunition

There are two types of fatigue: Permanent and temporary. At the end of every 10th turn in the scenario,

every individua will accrue one permanent fatigue (PF) level. These may not be removed for the dura-
tion of the scenario.

Every turn, for each figure in melee, roll 1D10. On a 1-2, the figure incurs atemporary fatigue (F)
level; a1-3if the figure is wounded. Any number of these may be accumulated.

Each turn a figure with atemporary fatigue level isnot in meleeg, roll 1D10. On a 1-5 he recovers one
fatigue level; a 1-7 if he did nothing this turn. A horse recovers from fatigue by stand-ing or walking.

Ammunition

Archers, crossbowmen and slingers must check for out of ammo each turn beginning when they reach
permanent fatigue level 1. Roll 1D10; the result must exceed twice the number of permanent fatigue
levels (i.e., 3-10 on fatigue level 1; 5-10 on fatigue level 2, etc.) or the figure is out of ammunition and
may not shoot until re-supplied from baggage (or the dead). Just note this on the organizational table.

It takes two turns in contact with baggage or dead to re-supply. If robbing the dead, roll 1D10. On a 7-
10, the body had no ammunition.



Finis
Retinues typically would not fight to the last man. The following factors determine if one side or the
other breaks off action involuntarily. Obvioudly, alord/chief may try to withdraw his retinue using nor-
mal command rules.

If alord/chief is disabled, no figures which failed the morale check for his death may rally. Again, mili-
tary orders and the like are excepted.

Beginning at permanent fatigue level 1, roll 2D10 each turn for each unit leader not in com-mand
range. If theresult isless than the unit's losses (including routed figures), the unit automatically begins
to withdraw from the field. Double losses for this purpose if the unit leader was one of the casualties.
Obvioudly, alord may ride over and stop thisretreat, but if the unit is out of command range later, it
will resume its withdrawal.

In addition, when the battle reaches 4 permanent fatigue levels, any remaining figures will withdraw. A
battle may resume after 180 turns of rest if both sides wish to continue. Alternately, both sides may
simply withdraw out of bowshot and begin again (i.e., just assume the required number of turns have
passed, get another cold one and renew the action).

After the battle, roll 1D10 for every figure with 25% or less of hisoriginal staminaremaining. If the
result is lower than his armor value, he recovers from his wounds. Otherwise, he dies. A roll of 10 a-
ways means death. If the figure was disabled, add 3 to the die.
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Appendix |

Filling out the organizational tables

Included in the rule book is a blank organizational table which you may freely photocopy for use with
Knights & Knaves. Each player should be provided with an organizational table, or ret-inue list, for his
force. Tofill one out, simply write the appropriate information in each blank, one line for each figurein
the retinue.

We strongly urge you to identify figures by name. This not only makes ID easier, it also personalizes
your troops and provides a more human view of combat. Thus, instead of the spearman in the blue tu-
nic with brown leggings gets killed, it's Bob who just got whacked. After al, you're the leader of these
people, and you're leading them to their deaths, so you should at least know them by name.

Knights & Knaves

Organizational Table Current Turn
Original Ar-
Figure | Morale | Morale | Melee | Shooting | mor/Stamina Hits Permanent
Figure Name Class Value | Bonus | Skill Skill Level Taken | Fatigue Level

Ralf, Lord Bassett Lord 10 +3 10 10
Ralf’s Horse Clyde Destrier 5/10
Squire William Squire 7 8 6
\William's Horse Nag 3/6
Ronald SGT 8 +1 8 8
Hugh Soldier 7 7 5 6
Douglas MaA 8 9 9

John \Valet 8 +1 8 8

Hal Soldier 7 7 6
Aethelred Soldier 7 7 6
Carlin SGT 8 +1 8 7
Brian Soldier 7 6 5
Kenneth SGT 8 +1 8 7 6

Bob Soldier 7 6 5 6
Alfred Soldier 7 6 5 7
David Soldier 7 6 5 6
James Soldier 7 6 6 6
Nolan Soldier 7 6 6 7
Robin Soldier 7 6 6 7

Tom Soldier 7 6 5 7
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Appendix ||

Sample organizations

The following pages contain sample organizations that can be used to "raise” troops for use with
Knights & Knaves. These tableslist figures by type, probable armor value using the rules outlined ear-
lier, typical weapons and other notes. These are only representative of how such units might be com-
posed and equipped. The percentages given are a common organization.

To use the sample organization tables, take one figure as lord/chief. The remaining figures should com-
prise the approximate percentages of the total force. The actual numbers will vary depending on the
total size of the contingent. The weapons are representative, but remember to use what's on the figure,
if possible.

Atypical force might consist of 10-20 figures. In beginning games, use 12 figures or less perforce. An
experienced player (one who has figured out how to use units to best effect) can handle 25-30 figures.
These contingents, based on the lord/chief were the basic building blocks of Medieval armies. Troops
were commonly formed in groups of 10, 15, 20 or 25 individuals. These went under a variety of names
-routes, lances, etc. War in the Middle Ages examines such organizations in tremendous detail. We re-
fer you to it for more information. Within these groups there often existed sub-units of five or so men.
These are the units in the game. Thus, a typical force might comprise a lord/chief and two or three
units, each under the command of a valet/sergeant or knight/bodyguard. The lord/chief extends his
control through these unit commanders. A few figures in a contingent may be designated sergeants or
valets.

Organization: Norman Conroi

Figure/Class Typical Armor  Typical Weapons Horse % of Force

Noble/lord 7 Spear, sword, Destrier, unbarded 1 figure
mace, shield

Milites/knight 6-7 Spear, sword, Destrier, unbarded 20-30%
mace, shield

Armigeri/man-at- 5-6 Spear, sword, Horse, unbarded 20-30%

arms mace, shield

Spearmen/soldier 4-6 Spear, ax, pole 20-40%
arm, shield

Archers/soldier 34 Bow, short sword, 20-30%

ax
Crossbowmen or 34 Bow, sling, short 0-20%
slingers sword

This represents a possible configuration for a Norman conroi at the time of the invasion of Entland.
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Organization:

Saxon War Band

Figure/Class Typical Armor  Typical Weapons Horse % of Force
Thegn, erl, eoldor- 7 Spear, sword, two- | Horse, unbarded 1 figure
man/lord handed ax, shield @)

Huscarles/ 6-7 Spear, sword, two- | Horse, unbarded 0-10%

bodyguard handed ax, shield (?

Kotsetla ceorl/ 4-5 Spear, two-handed 20-30%

soldier ax, shield

Ceorl geneatas/ 4-6 Spear, two-handed 10%

SGT or man-at- ax, shield

arms

Serf/peasant 3-5 Spear, two-handed 40-50%
ax, shield

Serf archer/peasant 3-4 Bow, sling 10-20%

This group is representative of a fyrd in the late 10th-early 11th century. A war band could be led by
several types of people. Huscarles normally weren’t present in non-royal forces, but if you want a cou-
ple, go ahead. Saxons had horses but rarely used themin battle.

Organization: Viking Raiding Party

Figure/Class Typical Armor  Typical Weapons Horse % of Force

Jarl, chief/lord 7 Spear, sword, two- | Nag, horse, un- 1 figure
handed ax, shield barded (?)

Hirdsmen, huscar- 6-7 Spear, sword, two- | Nag, horse, un- 0-20%

les'man-at-arms handed ax, shield barded (?)

Berserks/knight 3-4 Spear, sword, two- 0-10%
handed ax, shield

Bondi infantry/ 3-5 Spear, sword, two- 50-80%

soldier handed ax, shield

Bondi archers/ 3-5 Bow, sling, sword 10-20%

soldier

Viking raiding forces were often small and obtained horses locally. Berserks are like knights, except
they don’t take any prisoners.
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Organization: Lithuanian Triba Group

Figure/Class Typical Armor  Typical Weapons Horse % of Force
Chief/chief 6 Spear, sword, com-| Horse, unbarded 1 figure
posite bow, shield
Cavary/man-at- 5 Spear, sword, com-| Horse, unbarded 40%
arms posite bow, shield
Spearmen/soldier 3-4 Spear, shield, ax 30-40%
Foot archers/soldier 34 Spear, composite 20-30%

bow, Short sword

We confess, we're not the world’ s leading authorities on Lithuanians, so thisis our best try. If you
have better info, please use.

Organization: Teutonic Lance

Figure/Class Typical Armor  Typical Weapons Horse % of Force
Master, brother 7-8 Lance, ax sword, Destrier, barded 1 figure
knight/lord shield, mace
Knights/knight 7-8 Lance, ax, sword, | Destrier, barded 20-30%

shield, mace
Sergeants/SGT or 6-8 Lance, ax, sword, Horse, barded 20-30%
man-at-arms shield, mace
Foot/soldiers 5-7 Spear, sword, pole 10-20%
arm
Mercenaries auxil- 3-6 Spear, sword, pole 20-40%
iaries/soldier arm
Archers, crossbow- 4-6 Bow, sword, cross- 10-20%

men/soldiers

bow

These are from the order during its European tour.
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Organization: Mongol Raiding Party

Figure/Class Typical Armor  Typical Weapons Horse % of Force
Chief, arban/chief 7-8 Lance, sword, Destrier, barded 1 figure
composite bow,

shield
Mangudai/ 6-8 Lance, sword, Destrier, barded 10-20%
bodyguard composite bow,

shield
Toumans/man-at- 4-7 Spear, sword, com- | Horse, unbarded 30-40%
ams posite bow, shield
Other cavalry/ 4-6 Sword, composite | Horse, unbarded 20-40%
soldier bow, shield
Auxiliary horse/ 4-6 Sword, composite | Horse, unbarded 20-40%
soldier bow, shield
Auxiliary foot/ 4-6 Spear, sword, com- 0-20%
soldier posite bow, shield

This organization represents that used in western Asia at the time of Genghis Khan, not that of the con-
guest of China.

Organization: Saracen War Party

Figure/Class Typical Armor  Typical Weapons Horse % of Force
Amir/chief 6-7 Lance, sword, Destrier, unbarded 1 figure
composite bow
Askarig/knight 5-7 Lance, sword, Destrier, unbarded 10-20%
composite bow
Syrian cavalry/ 5-7 Lance, sword, Horse, unbarded 20-30%
man-at-arms composite bow
Turcoman cavalry/ 4-5 Spear, sword, com- | Horse, unbarded 20-30%
soldier posite bow
Adkath foot/soldier 3-5 Spear 10-30%
Archers/soldier 35 Composite bow, 10-20%
short sword

This a possible organization for the armies of Islam during the 1st-3rd Crusades.
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Organization: Crusader Retinue

Figure/Class Typical Armor  Typical Weapons Horse % of Force
Lord/lord 6-7 Lance, sword, Destrier, barded 1 figure
shield, mace
Knights/knight 5-7 Lance, sword, Destrier, barded 10-20%
shield, mace, ax
Mounted sergeants/ 4-7 Spear, sword, Horse, unbarded 10-20%
man-at-arms shield, mace, ax
Crossbowmen/ 4-6 Crossbow, short 20%
soldier sword
Foot/soldier 4-6 Spear, ax, sword, 20-30%
shield
Military order 5-7 Lance, sword, Destrier, barded 0-20%
knights/knight shield, mace
Pilgrims/peasant 34 Spear, farm imple- 10-40%
ment, club

Thistable reflects a typical force of the early Crusades. Often military order knights were not present,
but if you have some you want to use, go ahead.

Organization: English Feudal Retinue

Figure/Class Typical Armor  Typical Weapons Horse % of Force
Lord/lord 6-8 Lance, sword, Destrier, barded 1 figure
mace, ax, shield
Knights/knight 6-8 Lance, sword, Destrier, barded 10-20%
mace, ax, shield
Sergeants/man-at- 5-7 Lance, sword, Horse, unbarded 10-20%
arms mace, ax, shield
Infantry/soldier or 4-6 Spear, sword, ax, 30-40%
peasant pole arm, farm im-
plement, club
Archers/soldier or 3-6 Longbow, sword, 40-60%
peasant short sword, club
This organization represents what might be found in the late 12th and 13th centuries. It can also be

used for local-defense musters in the Scots Wars and Hundred Years War.




Organization: Continental Feuda Retinue

Figure/Class Typical Armor  Typical Weapons Horse % of Force

Lord/lord 7-8 Lance, sword, Destrier, barded 1 figure
mace, ax, shield

Knights/knight 6-8 Lance, sword, Destrier, barded 20-30%
mace, ax, shield

Sergeant/man-at- 5-7 Lance, sword, Horse, unbarded 10-20%

arms mace, ax, shield

Crossbowmen/ 4-7 Crossbow, sword, 10-30%

soldier club, pavise

Infantry/soldier 3-6 Spear, polearm, 10-30%
ax, sword, shield

City militia/soldier 3-6 Spear, pole arm, 20-40%

or peasant

ax, farm imple-
ment, shield

Thisisa more Continental configuration, where crossbowmen were common and troops wer e often
supplies by town as well as parishes.

Organization: Scotsin Scottish Service

Figure/Class Typical Armor  Typical Weapons Horse % of Force
Lord, chief/lord 5-8 Lance, sword, Destrier, barded 1 figure
mace, ax, shield
Knights/knight 5-8 Lance, sword, Destrier, barded 0-10%
mace, ax, shield
Light cavalry/man- 4-7 Lance, sword, Horse, unbarded 0-20%
at-arms mace, ax, shield
Spearmen/soldier 3-6 Long spear, short 30-60%
sword, shield
Archers/soldier 3-6 Bow, short sword, 20-40%
club
Highlanders, Isle- 3-6 Two-handed 0-20%
men/soldier sword, two-handed
ax, shield
Sergeants/man-at- 3-6 Two-handed 10-20%
ams sword, two-handed
ax, shield

This Scots forceistypical from the late 13th century into the 14th century. Scotstypically had little

cavalry.
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Organization: Hundered Y ears War English Lance

Figure/Class Typical Armor  Typical Weapons Horse % of Force

Lord/lord 8-10 Lance, sword, Destrier, barded 1 figure
mace, ax, shield

Knights/knight 8-10 Lance, sword, Destrier, barded 10-20%
mace, ax, shield

Men-at-arms/man- 7-9 Lance, sword, Horse, unbarded or 10-30%

at-arms mace, ax, shield barded

Archers/soldier 4-7 L ongbow, sword, 40-60%
short sword, club

Infantry/soldier 4-8 Pole arm, spear, 10-30%
sword, club, ax

Ribaulds/soldier 3-6 Spear, sword, ax, 10-20%

shield

This lance should serve as typical of the expeditionary forces used in the Hundred Years War. For local
defense forces (to repel Scots, etc.), use the feudal list, but possibly raise the armor values to reflect the

latter period.

Organization: Hundred Years War French Lance

Figure/Class Typical Armor  Typical Weapons Horse % of Force

Lord/lord 8-10 Lance, sword, Destrier, barded 1 figure
mace, ax, shield

Knightgknight 8-10 Lance, sword, Destrier, barded 20-30%
mace, ax, shield

Men-at-arms/man- 6-9 Lance, sword, Horse, barded or 20-30%

at-arms mace, ax, shield unbarded

Crossbowmen/ 4-7 Crossbow, sword, 20-40%

soldier club, pavise

Infantry/soldier 5-8 Pole arm, spear, 30-40%

sword, ax, shield

This lance should serve as typical of the“ regular” forces used in the Hundred Years War. To repre-
sent local bans, use the feudal list, but possibly raise the armor values to reflect the latter period.
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Appendix 11

Using the charts and tables

The charts and tables which accompany Knights & Knaves are designed to allow you to play the game
without reference to the rule book. They walk you step-by-step through each turn, pro~ viding you with
all the mechanics of play. Beginning players often can run through a game with only one turn of "hand-
holding" and a copy of the charts and tables.

Obvioudly, the charts and tables do not contain everything, but they do contain all the procedures you
will need to play through aturn, barring any unusual circumstance which requires you to "look in the
book."

The charts and tables are organized to follow the sequence of the turn - Rally, Command Determina-
tion, Action, Movement, Shooting, Melee and Fatigue.

Standing orders sheet
Also included in the rulebook is a Standing Orders sheet. Y ou may copy thisfreely To useit, just fill in
the blanks with the appropriate standing orders, identifying units by their leaders and targeting enemy

units, buildings, etc., using whatever identification is appropriate. Be sure to indicate what event will
trigger the second part of the order and describe this part of the order in detail.
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Knights & Knaves Organizational Table

Unit Current Turn

Morale | Morale | Melee | Shooting | Original Armor/ | Hits Permanent
Figure Name FigureClass| Value | Bonus | Skill Skill StaminaLevel | Taken | Fatigue Level
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Knights & Knaves Standing Orders

To:

Attack/Defend/Harass ( )

Until:

To:

Attack/Defend/Harass ( )

Until:

To:

Attack/Defend/Harass ( )

Until:

To:

Attack/Defend/Harass ( )

Until:
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Knights & Knaves

Charts & Tables

TheTurn

Rally
Command
Action
Movement
Shooting
Melee
Fatigue

When to Check Morale

Attempting to rally during rally phase*

Morale & Rally

For the following, check morale for affect figures at the end of the appropriate phase:
- Unit leader disabled (shooting or melee phase)
Lord/Chief disabled (shooting or melee phase)
Cavalry attempting to charge spear-armed infantry (action phase)
A figure within two inches and adjacent to or in front of routs or becomes disabled (any phase)
Half or less stamina remaining — check each turn (command determination phase)

Infantry charged by cavalry (action phase)

* OnIy check for raly (i.e., aralling figure does not check due to an adjacent routing figure durring rally phase)

How to Check Morale
1. Determine Morale Class
Figure Type Morale Value

Lord/Chief 9,10
Knight/Bodyguard 8,9
Squire/Man-at-Arms 7,8
Sergeant/Valet 7,8
Soldier/Y oeman 6, 7
Peasant 4,5

Morae Bonus*
+3
+2

+1

*To other figures in the unit

2. Modify Morale

Enemy lord/chief disabled
Peasant or soldier directly attacked by cavalry
Lord/chief disabled*

Adjacent friendly figure routed or killed thisturn

Unit leader bonus

Less than 75% of original staminaremaining
Less than 50% of original staminaremaining
Less than 25% of original staminaremaining
Fatigue

Ethnic or religious hatred/zeal

In or behind cover

In unit of 5-10 figures

In unit of 11 or more figures

*Does not apply to military orders or others subject to modern-style military discipline.

+2

-1 (per mounted figure)
-3

-1 (per figure)
+1,2,3

-2

-4

-6

-2 per permanent level
+2

+4

+2

+4

3. Determine Result

Roll 1D10. If result islower than the
modified morale, the figure is not affected.
Otherwise, the figure routs and moves his
maximum running speed away from the
enemy until rallied. A 10 dwaysfails, 1
always passes. Figuresfailing rally rout
again.




Knights & Knaves

Charts & Tables
Command Deter mination

Any figure within 5 inchs of the player/figure, or in a unit whose leader is within 5 inches of the player/figure, can

be moved without restriction, subject to other rules.

Other figures must roll on the action table.

Exceptions: Each archer or slinger in command range and wishing to shoot must roll 1D10 — a 1-2 means they cannot
shoot. Each crossbowman must roll 1D10 — a 1-5 means thay cannot shoot. (One figure in a cross bow team
may roll asan archer. The other figure may not shoot. See rules for explanation.) Each handgunner must roll
a9-10 on a1D10, then roll a4-10 on a second 1D10.

Order Activation

The leader of a unit with a standing order must roll 1D10 at thistime. If theroll islessthan or equal to his
fighting skill, he sees or hearsthe signal and iswilling to act upon it. Othersiwe, he missed it or beleives he did not see or
hear it.

Action

1. Figuresin Command Range

Simply mark them with the appropriate chit, face down.
2. Figures Not in Command Range

Roll on the table below for each figure separately, beginning witht unit leaders. Use modifiersto determine final
result. Then mark figure with the approporiate chit, face down.
Any figure more than 2 inches away fromits unit will rejoin that unit unlessit rolls a 10, in which case it moves toward
the enemy.

1-2 3-4 5-6 7-8 9-10

Archers, dingers, Stay put Shoot only Move up to haf and Moveuptofulland Moveupto full and
crossbowmen with latches shoot shoot enter melee or shoot
or in teams

Crosshowmen with Stay put Stay put Shoot only Move up to half Move up to full and
medium or heavy enter melee or shoot
crosshows

Handgunners Stay put Stay put Move up to half Shoot only Movu up to full and

enter melee
Others Stay put Move up to half Moveuptofull Moveuptohalfand Moveupto full and
enter melee ehter melee

Modifiers

Figuresin unit, if the leader rolled something other than stay put +2

Figuresin unit, if the leader rolled stay put -2

Knights and berserkers +2

Unpaid mercenaries, peasants and other unreliable types -2

Each fatigue level -1

Part of a unit operating under the first part of an “attack until” order +5

Part of a unit operating under the first part of a“defend until” order -5

Part of a unit operating under the second part of an “attack until” order -5

Part of a unit operating under the second part of a*“defend until” order +5

Notes. Movement istoward the enemy if visible; otherwise in any direction desired. Skirmishers may move in any
direction. 1/2 move for horseiswalk. Full moveis canter.



Knights & Knaves

Charts & Tables

M ovement

1. Movement Declaration

Reveal the chit for each marked figure and declare its action. Resolve any conflicts by pro-rating movement.

2. Morae Checks

Make any needed morale checks for charged figures. Apply the results immediately.

3. Movement
Move figures as outlined below.
Mounted
walk 8’
Trot 127
Canter 16"
Gallop 24"

Only trained warhourses my gallop.

Galloping incurs one temporary fatigue level per turn.
May recover by walking or standing.

A mount that stood or walked last turn may turn in any
direction before moving.

Others must begin in the direction there are facing but may
turn up to 45° half-way through their move.

Horse Panic

Dismounted
Armor Class Distance Waking  Distance Running
5orless 10" 20"
6,7 8" 16"
8,9 6” 12"
10, 11, 12 4 8"

During the declaration phase, a player may indicate that
any figuresin command range are running this turn.
Running incurs one temporary fatigue level.

Movement Modifiers
Individual or horse has half or less staminaremaining 1/2

Routing individual +2"
Gentle slopes -2
Steep slopes, ladders, stairs -3
Each fatigue level -1”

Liner Obstacles: Figures stop upon contact and spend one
turn to cross. This aso appliesto doorways, gates, etc.
Seerules.

Following the action phase, but before moving any figures, roll 1D10 for each wounded horse. Add remaining
stamina. Add 3 for atrained warhoure, subtract 3 for anag. Follow the results listed.

4 or less | 5-9

| 10-13 |

14 or higher

Horse bolts away from enemy | Horse will not move thisturn

No effect

Horse charges nearest enemy |




Knights & Knaves

Charts & Tables
Shooting

1. Determine Shooting Skill
Look up shooting skill for the figure on theretinue list. Modify as below.
2. Determine Range
M easure range from the shooter to the target and modify as below.
3. Determine hit Number
Cross indes modified shooting skill and modified range to obtain hit number.

Modified
Shooting
Skill Distance (in inches)
4 8 12 16 20 24 28 32 36 40 44 48 52 60 72
10 2 2 2 2 2 2 2 2 2 2 3 4 5 7 10
9 2 2 2 2 2 2 2 2 2 3 4 5 6 8 —
8 2 2 2 2 2 2 2 2 3 4 5 6 7 9 —
7 2 2 2 2 2 2 2 3 4 5 6 7 8 10 —
6 2 2 2 2 2 2 3 4 5 6 7 8 9 — | =
5 2 2 2 2 2 3 4 5 6 7 8 9 10 | — | —
4 2 2 2 2 3 4 5 6 7 8 9 10 — — —
3 2 2 2 3 4 5 6 7 8 9 10 — — — —
2 2 2 3 4 5 6 7 8 9 10 — — — — —
1 2 3 4 5 6 7 8 9 10 — — — — — —
0 3 4 5 6 7 8 9 10 — — — — — — —
-1 4 5 6 7 8 9 10 — — — — — — — —
-2 5 6 7 8 9 10 — — — — — — — — —
-3 6 7 8 9 10 — — — — — — — — — —
-4 7 8 9 10 — — — — — — — — — — —
-5 8 9 10 — — — — — — — — — — — —
-6 9 10 — — — — — — — — — — — — —
-7 10 — — — — — — — — — — — — — —
Shooting Skill Modifers Range Modifiers
Target Target moved 4 right
Obstructed view* 1 down Light/medium crossbow 1 right
Small shield/targe/buckler 2 downy Short bow (not composite) 2 right
Large shield 4 down Hand gun 4right
Paw.se o 6 down Thrown weapon 5right
Behind waist high wall 3 down
Behind chest high wall/battlement 6down 4 Roll
Behind window/arrow dit 8 downl Roll 1D10 for each firing figure with alisted hit
Mounted 1down  Number. The result must be greater than or equal to the
hit number. A “—” isan automatic miss.
* Intervening terrain that target is not directly behind. 5. Determine Effect
Shooter Roll dumber of D10, subtract armor value. Any
Moved 1/2 original skill (round down) positive number is subtracted from stamina.
Each permanent fatigue level 2 downy More than 20" 6 to 20° Lessthan 6"
Less than 75% of staminaremaining 1 down 1D10 2D10 3D10
L ess than 50% of stamina remaining 2downl  Longbows, composites, guns, mediunvheavy crossbows
Less than 25% of staminaremaining 3 down add +2 (not 2D10) at all ranges.




Knights & Knaves

Charts & Tables

M elee

Figuresin base-to base contact at the end of movement arein melee. Each figure may attempt to strike home only once

per turn.

1. Determine Combat Factor

Crossindex the figure’' s melee skill with the weapon value to determine combat factor.

Weapon Type Weapon Class Weapon Vaue
Sword 1 4
Mace/Ax 2 3
Two-Handed Sword 3 4/3
Pole Arm/Short Spear 4 4/2
Lance/Long Spear (12'+) 5 6/0
Short Sword/Dagger 6 3
Farm | mplements/Other 7 2

Weapons 3, 4 and 5 use their first number in their first round of combat. If they strike home they may use the numbere
again and continue to do so aslong as they strike home. If they fail to strike home in any round of combat, they must
use the second number as long as they remain in combat with that opponent.

Melee Skill Weapon

0 2 3 4 6
3 3 5 6 7 9
4 4 6 7 8 10
5 5 7 8 9 11
6 6 8 9 10 12
7 7 9 10 11 13
8 8 10 11 12 14
9 9 11 12 13 15
10 10 12 13 14 16

2. Modify Combat Factor
Adjust combat factor as below:

+1 if on horseback, up-slope or up-stairs while opponent is not
-1 for restricted terrain such as doors, close woods, etc.

-1 if opponent has small shield

-2 if opponent has large shield

-1 if lessthan 75% of original staminaremaining

-2 if lessthan 50% of original staminaremaining

-3 if lessthan 25% of original staminaremaining

-1 for each fatigue level

3. Determine Final Combat Vaue

Take the modified combat value and add 1D10.
The highest result strikes home. A tie means no one strikes
home.

4. Deteremine Damage

To determine mel ee damage, add a number of dice
and subtract the victim’s armor value. Any positive
number is subtracted from stamina.
1D10 for sword or short spear/javelin
2D10 for ax, mace, lance, or long spear
3D10 for pole arm, two-handed sword or two-handed ax
+1D10 for spear or lance-armed charging at the gallop or spear
or lance-armed being charged at the gallop*
-1 for each fatigue level of winner (not -1D10)
*Only +1D10 if both charging and being charged

If the victim's stamina hits zero, heis disabled, and
probably dying



Knights & Knaves

Charts & Tables
Fatigue

Falls

A figure may fall if:
Heis struck by alance-armed opponent charging at the gallop.
He is mounted and loses 25% or more of his remaining staminain oneturn
Heis mounted and is struck by a spear or halberd-armed infantry.
He iswonded on a precipice, stairs, walls, etc.

1.Determine Falls
Roll 1D10. Thefigure must roll higher than the number indicated below:

Dismounted/Standing or Walking Horse = 1 Trot=2 Canter=3 Gallop=4

Modifiers
-1 to dieroll for each temporary fatigue level
-1 tothe dieroll for each stamina point already lost
+1 to the dieroll if the figure has a fighting skill of 8 or higher

2. Determine Effect of Fall
If the figure falls more than 24 feet, heisdead. Otherwise, roll 2D10 to determine effect of fall:

2-4  OK (found the experience refreshing)

5-8  stunned for the number of turn showing on the dice divided by 2 (round up)
9-11  one-quarter of remaining staminalost (round up) and stunned 5 turns
12-15 one-half remaining staminalost (round up) and stunned 6 turns
16 -18 three-quarters of remaining staminalost (round up) and stunned 8 turns
19-20 disabled outright, and probably dying

+2 if the figure as less than one-half its original staminaremaining prior to the fall

Fatigue and Rest

For every turn in meleg, roll 1D10. On a1-2 the figure incurs atemporary fatigue marker, 1-3 if thefigureis
woundedd. During this phase a figure with one or more fatigue markers who is not in melee may roll 1D10. He improves
onelevel on al-5, onal-7 if he did not move or shoot or melee thisturn.

At the end of every 10th turn all figuresincur one permanent fatigue level. This may not be removed by normal
resting.

Ammunition

Archers, crossbowmen, slingers and handgunners must check for ammunition loss beginning at permanent fatigue
level 1. Roll 1D10; the result must exceed twice the number of permanent fatigue levels (i.e. 3-10 at permanent fatigue
level 1, 5-10 on permanent fatigue level 2, etc.)

Out-of-ammo figures may resupply by remaining in contact with the baggage for two turns. They also may rob
the dead by remaining in contact with the corpse for one turn and rolling 1-6 on 1D10.

Finis

Beginning at permanent fatigue level 1, roll 2D10 each turn for each unit leader not in command range. If the
result isless than the unit’ slosses (including routed figures), the unit will withdraw from the field.
When permanent fatigue level 4 isreached, all sides withdraw.

After the end of the battle, roll 1D10 for every figure with 25% or less of hisoriginal stamina. If theresultis
lower than his armor value, the figure recovers. A roll of 10 dways means death. If afigure was diaabled, add 3 to the
dieroll.



These chits can be used to mark figures during the Action phase.

Stay Put Stay Put Stay Put Stay Put Stay Put Stay Put Stay Put Stay Put
Shoot Shoot Shoot
Stay Put Stay Put Stay Put Stay Put Stay Put Only Only Only
Shoot Shoot Shoot Shoot Shoot Shoot Shoot Shoot
Only Only Only Only Only Only Only Only
Shoot Move 1/2 Move 1/2 Move 1/2 Move 1/2 Move 1/2 Move 1/2 Move 1/2
Only & Shoot & Shoot & Shoot & Shoot & Shoot & Shoot & Shoot
Move 1/2 Move 1/2 Move 1/2 Move 1/2 Move 1/2 Move 1/2 M ove Full M ove Full
& Shoot & Shoot & Shoot & Shoot & Shoot & Shoot & Shoot & Shoot
M ove Full M ove Full M ove Full M ove Full M ove Full M ove Full M ove Full M ove Full
& Shoot & Shoot & Shoot & Shoot & Shoot & Shoot & Shoot & Shoot
Move Eull Move Eull Move Full Move Full Move Full Move Full Move Full Move Full
& Shoot & Shoot & Enter & Enter & Enter & Enter & Enter & Enter
Melee Melee Melee Melee Melee Melee
Move Full Move Full Move Full Move Full Move Full Move Full Move Full Move Full
& Enter & Enter & Enter & Enter & Enter & Enter & Enter & Enter
Melee Melee Melee Melee Melee Melee Melee Melee




