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Welcome to the Trial by Battle Compendium. Trial by Battle is a quick and easy to learn set of wargames rules for the Medieval period. They are available to purchase as a separate book and you will need them if you want to use this Compendium of additional rules. 

Trial by Battle was conceived as a simple set of rules to play Medieval battles on a small table with a relatively small number of miniatures. This meant that the rules originally didn’t come with lots of different troop types, points systems for evaluating different units and providing matched games or rules to cover certain battle situations such as field defences used by English archers and others during the period. However, thanks to the Trial by Battle Facebook group it was obvious there was a demand for additional rules to cover those areas as well as rules for bigger battles and also more scenarios. The Trial by Battle Compendium aims to meet that demand while still providing a miniatures wargame that is easy to learn and quick to play. I hope you enjoy the book and your games! 

Mark Lord, 2024
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Optional New Rules and Rule Clarifications


[image: ]


Army Selection based on Points

Points have been calculated for each Unit type, which will allow players to select armies to an agreed points value. The standard army lists in Trial by Battle of six units per army are in the range of 500 to 700 points. See the Points Values and Army Lists chapter for more information on points and selecting armies. 

Big Battles

Trial by Battle was originally written for relatively small battles of around 6 Units per side but can also be adapted for bigger battles. If using more units a larger table is recommended. If using a 6’x4’ table, then armies of 12 or more Units can be used. Armies can either be based on historical precedents or use points and army lists as provided in this book. For a 6’x4’ table 1500 points per side should provide a good battle without being too overcrowded. 

If playing with multiple players per army then armies can be split into different divisions or contingents each with a separate General. Each General should command a minimum of 4 Units. One of the Generals should be selected as the Army’s Commander. Army Courage Tests are taken for the division. For instance, a Yorkist army has 15 units split between 3 players with each having 5 units each. Each player has a General and a Courage Test is taken for each division when it loses half or more of its Units, in this case 3 Units. If the division fails its test, then all Units from the division are removed. This may prompt an Army Courage Test for the whole army if more than half of all the army’s Units have been lost. Army Courage Tests for the whole army are taken in the normal way and are influenced by whether the Army’s Commander is still alive. 

Army Courage Tests - Clarification

These should be taken at the end of the Round once all Melee has been completed. If both Armies need to take a test and both fail, then the battle can either be ended as a draw or if both players agree then the battle can continue until another Army Courage Test needs to be taken. Subsequent Army Courage Tests are taken at the end of the Round if the Army has lost one or more Units during that Round. 

Standard Scenario - Clarification

In Trial by Battle there are 6 scenarios provided. There are no details of how to deploy for a standard game without any special rules of victory conditions. Here are some suggestions for such a battle.

Terrain can be selected using the random table in Trial by Battle. Each player then rolls a dice. The player rolling highest decides which table edge they want to deploy from. 

The players then both roll another dice. The player rolling highest can decide to deploy first or last. Units can be deployed up to 6” from the player’s table edge. 

For Big Battles played on a 6’x4’ or larger table deployment can be up to 12” from the table edge. 

Cavalry Disengage

All Cavalry can disengage from melee with foot units after the first round of melee with that unit. They need to take a Unit Courage Test to do so. If they fail, they take 1d6 hits which may cause them to take another Unit Courage Test to avoid being removed from play. They will also remain engaged with the enemy unit.

Additionally Light Cavalry may disengage from Cavalry of any type. 

Missile Armed Troops and Movement

To allow for more flexibility Archers and Longbowmen can now move up to half their move and still fire. If they take a full move, they cannot fire. 

Slow firing missile troops such as Handgunners, Arbalesters and Artillery cannot move and fire.

Light Cavalry can still move fully and fire.

Unit Courage Test

Units take a Unit Courage Test whenever their stamina has reached zero and then subsequently when they take more hits. This can result in situations where units take large numbers of hits and still pass their Unit Courage Test each turn. To represent lowering morale and loss of troops after the first Unit Courage Test units deduct -1 for each courage test taken. The -1 modifier is cumulative. So, on the second Unit Courage Test the modifier is -1, on the third test the modifier is -2, -3 on the fourth test and so on. Markers could be used to indicate how many courage tests have been taken. For my games I remove the tokens used for recording hits at this point and replace with a different token to record number of Unit Courage Tests taken. 

Pits/stakes and static defences

Treated as difficult ground for movement purposes, so half move for all Units. Can either be a linear static defence - such as stakes or an area static defence such as pits or ditches. Area static defences are 6” by 3”. 

Cavalry must also pass a Unit Courage Test to cross the static defences (must roll 7 or less on 2d6, 8 or less if General with them). If failed, they do not break but remain stationary for that Round. They may attempt to cross again next Round or move away. If moving away through area static defences they do not need to pass a test, but their movement is still halved. 

For linear static defences such as stakes Cavalry halts if it fails its Unit Courage Test but may not enter melee combat. They can still be targeted by missile weapons. 

Infantry do not have to pass a Unit Courage Test to cross static defences, but they do count it as difficult ground, so movement is halved. Pikemen will fight as Infantry if fighting across a static defence whether they are attacking of defending.

Defenders of a static defence receive +1 to their Hit roll if they are not Cavalry. 
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To represent a wider range of units from the medieval period new units have been added to the game. Here is a full list of all units below followed by details of each one including any special rules. 
	Unit Name 

	Move 

	Terrain

	Archery Hits 

	Range

	Melee Hits 

	Save

	Stamina


	Mounted Knights 

	9” 

	Not Woods

	n/a 

	n/a

	1d6+1/1d6 

	4+ 

	6 


	Light Cavalry 

	12” 

	All

	1d6-2 

	12”

	1d6-2 

	6+ 

	6 


	Mounted Sergeants

	9”

	Not Woods

	n/a

	n/a

	1d6

	5+

	6


	Foot Knights 

	5” 

	Not Woods

	n/a 

	n/a

	1d6 

	3+ 

	6 


	Pikemen

	5”

	Clear only

	n/a

	n/a

	1d6+1

	3+

	7


	Infantry 

	6” 

	Not Woods

	n/a 

	n/a

	1d6-1 

	4+ 

	6 


	Impetus Foot

	6”  

	Not Woods 

	n/a  

	n/a 

	1d6

	6+

	8


	Infantry Levy

	6”

	Not Woods

	n/a

	n/a

	1d6-2

	5+

	4


	Light Infantry 

	9” 

	All

	n/a 

	n/a

	1d6-2 

	6+ 

	6 


	Archers 

	6” 

	Not Woods

	1d6-1 

	18”

	1d6-2 

	5+ 

	6 


	Longbow

-men

	6”  

	Not Woods 

	1d6

	20”

	1d6-2  

	5+  

	6  


	Arbalesters

	6”

	Not Woods

	1d6-1

	18”

	1d6-2

	4+

	6


	Handgunners

	6”

	Not Woods

	1d6-1

	12”

	1d6-2

	5+

	6


	Artillery

	2”

	Clear only

	1d6-2

	30”

	n/a

	5+

	6


	General 

	12” 

	Not Woods

	n/a 

	n/a

	+1 

	n/a 

	n/a 



Mounted Sergeants

	Unit Name 

	Move 

	Terrain

	Archery Hits 

	Range

	Melee Hits 

	Save 

	Stamina 


	Mounted Sergeants

	9”

	Not Woods

	n/a

	n/a

	1d6

	5+

	6



Mounted Sergeants are non-elite melee cavalry. They lack the charge impact of Mounted Knights but can hold their own in combat. No special rules. 

Infantry Levy

	Unit Name 

	Move 

	Terrain

	Archery Hits 

	Range

	Melee Hits 

	Save 

	Stamina 


	Infantry Levy

	6”

	Not Woods

	n/a

	n/a

	1d6-2

	5+

	4



Peasant levies summoned by their lords to make up the

Impetus Foot

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	



Special Rule:
Mad Charge: If charge unit of other Infantry except Pikemen or Foot Knights then roll 1d6+3 to Hit for that Melee round only. 

Longbowmen

	
	
	
	
	
	
	
	

	

	
	
	
	
	
	
	


Arbalesters

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	


Special Rules:
Slow firing: cannot move and fire
Armour Piercing: -1 to Save from Archery hits.

Handgunners

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	


Special Rules:
Slow firing: cannot move and fire
Cause Fear: If enemy unit loses 2 or more stamina because of Handguns in one Round, must make a Unit Courage Test. 

Pikemen

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	



Special Rules:
Keep formation: Movement reduced to half for 45 and 90 degree turn. Cannot move if turn 180 degrees. 
Disorder: Cannot cross obstacles or difficult ground and maintain Pike status - treat as Infantry if fighting in this terrain. 

Artillery
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