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Trial by Battle

By Mark Lord

Website: https://marklord.info/trial-by-battle/

​

Quick and Easy Medieval Wargames
Rules


Introduction






What is a Wargame?

Wargames can take many forms. For many if you
say wargame they might think of military exercises, with real
soldiers and tanks roaming across the countryside shooting each
other with blanks, for others a wargame is a boardgame that
involves hexes and counters, or a computer game involving 3d
digital tanks and soldiers. What you have here though are the rules
for playing what might more accurately be called a tabletop
miniatures wargame where players fight each other using armies of
miniature soldiers. Wargames of this sort are played on a table
with terrain representing the field of battle and with plastic or
metal soldiers grouped into units on bases. Dice are thrown to
determine the results of combat between the armies and each player
tries to outwit the other to win the game. Wargames are played with
numerous sets of rules and types of game. There’s no set standard
size game like there maybe with a boardgame. You can play with as
many or as few miniature soldiers as you like.


About these Rules

Trial by Battle is a set of wargames rules
for playing games set in the Medieval period of history. They are
designed to be really easy to learn and to play and are ideal for a
quick game, especially with players who are not very familiar with
wargames rules and who want a simple game. Sometimes this type of
ruleset is called a “beer and pretzels” game. Neither beer nor
pretzels are required to play, but a game is always more enjoyable
with good refreshments.

The rules aim to be representative of how
medieval armies fought but aren’t an exact simulation and don’t
provide for all the different variations in types of soldiers and
armies during the Medieval period. For instance, the Archers unit
could represent crossbowmen or longbowmen. The rules should provide
the framework for an enjoyable Medieval wargame that captures the
feel of battles in the Middle Ages.

To help get you started playing medieval
wargames using Trial of Battle, I have provided six scenarios that
could take place between any armies. Each battle in these scenarios
uses roughly 6 to 8 units per side. There are also some sample army
lists provided for different armies of the Medieval period.






What you need to
play

To play Trial by Battle you will need:

A table - a standard kitchen table will be enough. Anything that is at
least 3’ x 3’ is adequate, but if you want to fight bigger battles
with more miniatures then more space would be ideal. All the
scenarios in this book are designed for a 3’ x 3’ space, which
should fit comfortably onto a standard kitchen table.

Miniatures
- you will need miniature figures or paper
soldiers to play your battles. These can be of any scale. Scales
for wargames range from as small as 2mm high to 54mm, but the most
common scales tend to be 6mm, 10mm, 15mm and 28mm. Numerous
manufacturers and suppliers of miniature figures can be found on
the internet.

Basing - miniatures can be based in any way you prefer. I would
recommend that unit frontages are no more than 4” or 5” so that you
can fit units on a 3’ x 3’ table, however, you could use smaller or
bigger bases depending on the table space available to you. I tend
to use units of ten 28mm miniatures for infantry arranged in two
ranks of five. Each miniature is on a 20mm x 20mm base which gives
a unit frontage of 100mm or about 4”. For cavalry I have a unit of
four on bases 25mm by 50mm which again gives the same 100mm
frontage. But that’s just my preference and is not a
“rule”!

Terrain - it’s possible to buy or make some wonderful wargames
terrain, but if just starting out you could use card made
buildings, toy buildings or even Lego to make terrain. The classic
old-school way of making hills is to put books under a green cloth,
and that still works for a lot of people.

Dice - a number of six-sided dice to play the game. I would
recommend about 10 dice would be useful. I refer to these as d6 in
the book. 1d6 means roll one dice, 2d6 means roll two dice and add
the results together.

A tape measure or ruler in
inches - for measuring movement and archery
ranges.

An opponent or solo
- it’s always most fun to play a wargame against
an opponent, but that’s not always possible. You can always play
against yourself - simply take the role of both generals and see
what happens! If you want to add complexity you can dice to see
what each general would do in different situations, add chance
cards etc. There are some books available on solo wargaming, and I
have 
a post on my blog detailing some of
these.







Armies in Trial by Battle

In a standard game of Trial by Battle armies
are formed of six units lead by a general. Larger and smaller
armies can be used depending on the scenario. Army lists are also
provided later in this book to give you an idea of what units an
army should contain.

In Trial by Battle soldiers are formed into
units categorized as one of six different types.

Mounted
Knights

This unit type covers all heavy cavalry in
the period who would use the impetus of their charge to sweep away
their enemies. Usually well armoured and using a lance at first
contact, mounted knights were most effective when they first
charged an enemy. Therefore, in Trial by Battle they do more hits
on their first melee phase in a battle. Against lesser opponents
this should be enough to win the first round of combat and after
that the momentum of the impact should see them as winners.
Although their mounted state helped get them across the battlefield
and added to the force of their initial charge, horses also
represented a large target for archers and could be surrounded by
infantry after the initial charge. Therefore, mounted knights do
not get the highest Saving Throw in the game, but at 4+ it's still
good.

Light Cavalry

This unit covers all light cavalry that was
meant for skirmishing or harassing the enemy with archery. Think
Mamluk horse archers and Mongolian cavalry here. They are fast and
can maneuver better than other units apart from light infantry, but
they are weak in melee and their archery is less effective than
formed units of foot Archers.

Foot Knights

Representing dismounted knights using
polearms such as those deployed by the English and later by the
French in the Hundred Years War but could also include
well-motivated bodies of heavy infantry such as Flemish pikemen
that would not break easily. They have the best saving throw in the
game at 3+ partly because of their armour, but also because of
their courage and motivation. They will often form the core of a
tough infantry based medieval army.

Infantry

Infantry units cover units of spearmen,
billmen and militia. They will usually be fairly well-armoured with
helmets, mail coats and maybe a shield, and armed with spears or
polearms. They are not very well-trained, being composed of the
retainer of noble households or town militiamen, so not as
effective in battle as knights or more motivated heavy infantry.
They are armoured though and form compact bodies of troops, so get
a Saving Throw of 4+.

Archers

Archers are any group of foot soldiers armed
with bows such as longbows or crossbows. They will usually be less
well armoured than infantry or foot knights and be in a looser
formation. It could be argued that crossbowmen protected by pavises
should be treated differently, but for the purposes of these quick
and easy rules I have chosen to make them the same as other archers
as the battlefield role and effectiveness would be about the
same.

Light Infantry

Groups of more irregular infantry, lighter
armed and with less discipline than other units. They can as a
result move faster than other infantry but are weak in combat. They
are useful in areas of rough terrain. Welsh spearmen and French
ribalds would be examples of Light Infantry.
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