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Chain of Command
3.1  
Players take the roles of Generals commanding the entire army. In multi-player games, one player on each side will be the General, with other players taking the roles of Contingent Commanders.

3.2
Leaders can only influence units or subordinates who are assigned to them.  For example a Commander has no influence over units in another command. On the other hand, a Contingent Commander may influence all units and commands in his contingent, but not those in another contingent. The General influences all units and commands in the army except those in an allied contingent.  In a large army the chain of command should be clearly established, either by circling units on a sketch map or listing who commands what and whom on a piece of paper.  A higher level leader may re-assign units from one subordinate to another also under his command during the course of the game.  This is done in the same way as changing orders (see 3.17).  For example a Commander may be ordered by the General to dispatch one unit to another command. 

The Comitatus

3.3  
Each Leader must be represented on-table by a command stand containing the leader’s figure and his bodyguards/staff.  This stand, called a Comitatus, can be of any troop type in the army but will usually be cavalry.  To reflect the fact that many Dark Age leaders had large personal followings, each leader may increase the size of his Comitatus by as many stands as he has Command Points (see 3.7). Thus a Commander with 3 Command Points can increase his Comitatus by 3 stands, making a total of 4. Generals, who have a Comitatus of 4 or more stands, may break it up into two or more units, treating it as a small separate command under his direct control. 

3.4  
Individual units of a multi-unit Comitatus may not voluntarily move outside their leader’s Command radius (see 3.8).

3.5  
The leader is always assumed to be with his Comitatus unless he moves away temporarily in the Command Phase (see 3.10) or is killed. As long as the leader is present it is not necessary for the Comitatus to take any Control Tests (see 3.12). In the case of multi-unit Comitati, the same will apply only to all units of the Comitatus who are within the leader’s command radius. Units of the Comitatus who find themselves beyond his command radius are treated as any normal unit of that type.

3.6
If the leader temporarily leaves his Comitatus, the unit may move to rejoin him in a subsequent move phase, otherwise it must remain halted for the entire time he is away. If charged, it may respond normally but may not voluntarily retire from Combat, although it may make other possible After Combat Moves (see 7.16)

[image: image2.wmf][image: image3.wmf] A leader’s personal following played an important role in Dark Age warfare. Such followings went by many names: Comitati; Bucellarii; Huscarls; Hird; and so on, but they had much in common. They originated from the Germanic tradition of warleaders maintaining armed retainers who swore personal loyalty to the leader, rather than a national authority: a practise that eventually evolved into the feudal system. This tradition even penetrated the Roman system to the point that, by the 5th Century, all generals and important magnates were maintaining private bands of full-time soldiers.

Command Points (CPs) and Command Radius

3.7
Each leader is allocated 2-5 Command Points (CPs) which will allow him to carry out certain actions during the game.  All Commanders have 3 CPs; Contingent Commanders and Generals are given 1 CP for each number rolled on an AvD. (+1 for historically exceptional commanders to a maximum of 5 CPs). A leader with only 2 CPs is too uninspiring to personally encourage troops in combat or issue or respond to challenges.

3.8
Leaders can only exercise control over troops within their command radius. Commanders have a command radius of one javelin throw; Generals and Contingent Commanders have a command radius of 1 javelin throw per CP.
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To count as being ‘within command radius’, the distance between the base edge of the command stand and the base edge of the nearest figure in the unit must be equal or less than the command radius. Units outside the command radius but which are part of a continuous battle line or march column (see 5.5) are considered to be ‘within command radius’ if any part of the line is within the radius.



The command radius is an important game concept. When units are within the commander’s radius they will normally do what the player wishes -- although there are exceptions to this. When a unit is outside the command radius, a die roll will determine its actions. This will often result in the unit doing other than what the player would wish. Essentially this rule allows a certain degree of flexibility in the way players manoeuvre the units in each command while keeping the command, rather than the unit, as the basic manoeuvre element.

In the Dark Ages, commanders led from the front, therefore the command radii have been kept deliberately short so as to make it difficult for leaders to exercise control over their troops by hanging around out of harm’s way. The relatively small command radius means that in order to control troops effectively it will be necessary to keep them together in a command formation so that they may move and act collectively (see 5.5 & 5.9)  Furthermore B and C Grade troops will require leaders to personally lead them into combat, again to reflect the fact that leaders led from the front.

3.10 
A leader’s Command Points will determine the number of actions he may make each turn. Leaders may use up to their total number of CPs each turn to complete any combination of the following actions.

· Control Units (costs 1 CP) who are under his command and within command radius (1CP). This allows all those units to move and act as the player wishes. If a leader does not allocate 1 CP to do this, or if units are outside his command radius, those units must take a Control Test (see 3.12) to determine their actions. 

· Move. (costs 1 CP). This allows the leader to make an additional move in the command phase. To do so he temporarily leaves his Comitatus and may move up to 5 javelin throws. He may move normally again in the movement phases. Lone leaders should be represented on table by a single cavalry figure.
· Steady Troops (costs 2 CPs). For every 2 CPs allocated a leader may, in the  Morale Phase, remove 1 Disorder Point (DP) (see 4.3) from one unit which is within one Javelin Throw at that time. In order to do this, the affected unit must be must be stationary and not in combat.
· Inspire Troops. (Costs 3 CPs). During the Charge Phase increase the combat score of a unit which is being charged or which is charging by the same value as his CPs; or add his CPs to a unit’s score when taking an Evade Test (see 7.11). The leader can only help one unit in these circumstances, his Comitatus must be in base-to-base contact with that unit and in the front rank, and the leader must enter combat or evade with the unit. If a leader assigned 3 CPs to inspire, any of his units within one javelin throw may add or subtract 1 from the result of any Control Test they may be required to take (see 3.14).

· Give or Receive Orders (costs 2 CPs).  This will normally only be required in multi-player games involving a degree of role-play with players taking on the characters of Generals and Contingent Commanders. If, however, it becomes necessary to change the orders of an entire command (see 3.17) then the General Issuing the new orders must spend 2 CPs to either send a messenger, give a signal, or speak directly to the subordinate himself, it will also require the receiving Commander to spend 2 CPs to listen to the order. This can result in some humorous situations in multi-player games when the subordinate must choose whether of not to bother to allocate the CPs to hear what his boss has to say!   


· Issue or accept a challenge to personal combat (costs 3 CPs). See 3.28

3.11 
CPs must be allocated in advance in the Command Phase. Unused CPs may not be carried over to the next turn. Players should place markers beside the command figure in the command phase to indicate how his CPs have been allocated (see appendix 2). If a player forgets to allocate command points or does not specify what they are, it is assumed that commanders will control troops only.


Examples of Command Point Allocation:

1. A commander with 3 CPs may elect to control his troops (1 CP) and remove 1 DP from a unit in the Morale Phase (2 CPs). He may not control his troops and inspire in combat as this would take a total of 4 CPs.  

2.  A general with 4 CPs could elect to remove 2 DPs from a unit (this costs 2 CPs for each DP removed) but he would not therefore be able to control his troops. He could however control troops and remove only 1 DP, or he could control troops and inspire in combat. 

Control Test

3.12
Units, other than Comitati, are required to take a control test, in the Command Phase, in the following circumstances:

· If their leader, or his superior, did not allocate any command points to control them, or they are outside his command radius; or

· If they are in Rout, Pursuit, Rampage or looting a baggage train and the player wishes them to stop. In these circumstances they must take a test whether or not they are being controlled.

3.13  Comitati never have to take a control test unless their Commander has left them or has been killed, in which case the Comitatus is treated like any other unit of that type.

 3.14  Control Test:   Artillery & A Grade units roll one AvD; others roll one D6

Results

2-
Halt 

3-4
Act as player wishes


5+
B & C Grade: Shock Troops; Armed Rabble; or in Cuneus formation (see 5.3) must advance towards the nearest visible heavy troops and charge as soon as they are within range. If this is not possible, they move towards light troops. Otherwise (and other troops) repeat last move



Modifiers



+1 if charging, in rout, pursuit or looting 

+2 if rampaging elephant is testing.

+ or -1 if a leader within 1 javelin throw is inspiring troops (see 3.10).

3.15   Units with a Halt reaction may shoot and may adjust their facing or formation to face a threat, they may not make other moves, nor may they initiate a charge. They may, however, counter-charge if charged and normally allowed to. There are no restrictions on possible after-combat moves. Troops who are in rout, pursuit, looting or rampaging will cease doing those things if they get a ‘halt’ or ‘act as player wishes’ result. 

Tip. The control test will not bother most units who are halted or intending to remain so, since, with the exception of B & C Grade shock troops and armed rabble, or B & C Grade troops in Cuneus, all possible results will keep the unit halted. Players should, however, make sure that if they wish to have a B or C Grade unit make a new move, that they do not have to take a control test, since they will only have a 2 in 6 chance of getting the desired result. Likewise commanders will need to keep control over B or C grade shock troops, rabble and units in cuneus to prevent them going off on an unauthorised advance. 

 It is possible for any commander in the chain of command to exercise control over troops. For example a Commander might spend 3 CPs to inspire in combat. This leaves him with no CP to ‘control troops’. Normally this would result in all units in his command having to take a control test to determine their actions. If, however, any of his units were within the command radius of his superior General and the General spent 1 CP to ‘control troops’; the units of the Command would be considered ‘under control’ and would not need to take a control test. It is not possible, however, for a leader outside the chain of command to control another Commander’s troops. Therefore, an adjacent Commander or another Contingent Commander would not have been able to control those troops.

Orders
3.16  In most simple two-player games it will not be necessary to have written orders. However, complex scenarios or multi-player games may require it. In such cases each Commander should have Orders from his superior applicable for all the troops under his command. These orders are best indicated on a sketch map and should be:

1. Defend current position

2. Advance to and defend a specific position

3. Advance to and attack the enemy

3.17  Orders may only be changed by the leader who issued them, or his superior. To do this both the superior and subordinate must allocate 2 CPs to change or listen to orders. If the subordinate elects not to ‘listen’ he may at a later time opt to do so. This could represent, for example, a signal being made, or a staff officer noting it but being unable to get the commander’s attention until greater priorities have been dealt with. Changing orders can be done by the leader:

· being in base to base contact with the subordinate, or

· by sending a messenger who will relay the message once in base to base contact, or

· by pre-arranged signal, as long as the leaders are within bowshot of each other. Maximum 1 signal per CP

The most commonly required order change would be to a command with orders to defend a position (Orders 1 or 2) to change to Order 3 and attack. It is worthwhile, therefore, having this as a pre-arranged signal.  

There is flexibility as to how orders are executed.  For example a Commander with Order #3 may chose when and how to attack and with which units.  Likewise when defending a position the Commander may re-deploy his units to meet the local tactical situation and counter-attack any enemy who have taken or are threatening the position.

3.18  Units do not require individual orders.  All units within the command radius of their Commander, may move and act as the player wishes, within the spirit of their Command orders, as long as the Commander has used 1 CP to Control Troops (see 3.10).  

3.19  Units beyond command radius; or whose Commander(s) did not spend a CP to control his troops; must take a control test, in the Command Phase. The result of the test must then be followed even if the result contradicts their orders.

Risk to Leaders
3.20   Any time the Comitatus of which the leader is part, takes a DP from shooting or combat; or a casualty in any circumstances; the leader must test to see if he is also hit. He only needs to test once for shooting and once for combat regardless of the number of DPs inflicted on the unit. 

3.21  
Lone Commanders who have temporarily left their Comitatus and are within one javelin throw of a friendly unit which takes a DP from shooting or combat; or a casualty in any circumstances; must also test to see if they are hit. 

3.22   
To test if a commander is hit:

It is possible to purchase dice that have a skull and crossbones in place of a ‘1’. This makes a useful ‘dice of death’ to throw when testing for risk to leaders.  The loss of CPs represent bodyguards and staff officers being killed, thereby reducing a commander’s ability to exert his influence over his command.

3.23
Lone Commanders and messengers beyond javelin range of any friends may be shot at. If a hit is scored, he must roll again as at 3.22 above.  Cavalry who are able to move into contact with a lone commander or messenger will capture him.

3.24
If a leader is killed in combat, other than personal combat, the stand containing his figure is removed from play, it being assumed that his close companions died trying to save his life. Any remaining stands of the Comitatus will remain in Combat and fight to the death. They will not break, be pushed back or retire but they will accumulate DPs as usual. Once they become shaken, they will be eliminated. If they win the combat they must pursue, and continue to pursue, any broken opponents. 

3.25
If a leader is killed in other circumstances the Comitatus must advance to and charge the enemy who caused his death or the nearest enemy if this is not possible. They will then fight as described at 3.24 above.

3.26 
Once the leader’s death has been avenged by fulfilling the above conditions, any surviving stands of the Comitatus will retire from the field, bearing their leader’s body.

3.27
If the Comitatus stand, of which the leader is part, is eliminated as a casualty:

Roll a D6:


1-3 = The leader is killed


4 = The leader is captured


5-6 = The leader escapes and joins the nearest friendly A or B Grade unit. If this is 
another unit of the Comitatus, he will take one of those stands as his new command 
stand. If not, he must rejoin the Comitatus as soon as possible. If there are no 
surviving stands of the Comitatus, the new unit will become his Comitatus.

Personal Combat

3.28
Players representing Generals and Contingent Commanders may issue challenges to personal combat to any opposing players. This must be done in the Command Phase, before any troops are within javelin range of the enemy and costs 3 CPs to either issue or accept a challenge. If a Leader has less than 3 CPs he may still accept a challenge but may not issue one. If the player who has the second turn in the sequence of play issues the challenge, the player representing the leader being challenged may re-assign his CPs to allow him to accept.

Example: A Roman General with 3 CPs, who moves first, elects in his Command Phase to Control Troops (1 CP) and Steady a Unit (2 CPs). He has one unit outside his command radius for which he takes a control test. His Persian opponent with 4 CPs elects to Control his troops (1CP) and Issue a Challenge (3 CPs). The Roman player now has the option to leave his Command Phase as is, and refuse the challenge, or re-do it allocating all 3 CPs to accept the Challenge. If he opts for the latter, he must take control tests for those units who did not do so earlier as he is no longer spending a CP to control them. 

3.29
If the Challenge is not accepted, the player representing the leader who refused the challenge must roll a D6 with the following result:

1. 
He looses the respect of his troops and therefore permanently looses 1 CP 

2-3
A champion (see below) from the nearest B Grade unit accepts the challenge without authorisation. If there are no B Grade units someone from a C Grade unit will accept. If the army is entirely A Grade, the result is the same as for a 4-6 result.

4-6
The army is unimpressed by the challenge and ignores it.

3.30
Champions. A leader may appoint a Champion to fight in his place, even if he himself issued the challenge.

3.31
If the Challenge is accepted the following procedures take place immediately during the same Command Phase as the Challenge is issued:

· Place single figures representing the Commanders, at javelin range from each other, half way between the two armies.

· Simultaneously exchange missiles at short range - Roll a D6, 6 = Hit

· Close to contact and simultaneously engage with spears - 5-6 = Hit

· Continue to fight simultaneously with swords - 4-6 = Hit

· Each Hit causes a wound, reducing the ability to fight next time by 1.  Three wounds kill. It is quite possible for them to die simultaneously.

3.32
A leader, who wins personal combat, increases his CPs by 1 and adds 1 to the Morale Value of all units under his command. A leader who loses is dead and can no longer influence the battle. The player representing that leader takes on the character of the next most senior leader in the army. If a champion wins, there is no increase of CPs but the Morale Value of the units in his command are still raised by 1

3.33
The Comitatus of a defeated leader must act as described at 3.25, in an attempt to avenge the leader’s death, then withdraw from the battle.  This does not occur if it was a champion who was defeated.

Challenges were a common feature of dark age warfare and a ritual of leaders or champions engaging in personal combat in front of the two armies took place in Persian, Arab, Roman and Germanic armies. More often than not champions did the fighting but there were instances of personal combat between leaders. Another common feature of dark age warfare was that leaders would seek each other out once battle was joined, this was particularly true in Germanic armies. A mechanism for this is included in the melée rules (see 7.33)

Visibility

3.34
Commanders and troops can only react to, or shoot at, what they can see. Visibility is restricted to line of sight and is normally unlimited by distance. Light cover, hills, towns, woods and formed units block line of sight except that:

· In woods and towns, visibility is limited to javelin range.

· Units on the edge of woods and towns can see out without restriction but can only be seen from one javelin throw unless they shoot. If they do shoot then they can be seen by anyone in line of sight.

· Units on higher elevation (hill, fortress) can see over intervening units who are at least one javelin throw away. They cannot see over woods or towns.

3.35
Lone Commanders, messengers and markers do not block line of sight and they have the same ability to see things as normal units. 

3.36
Unformed troops (see 5.1) only partially block line of sight. Units can see anything that is within one javelin throw of unformed troops.

  3
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Commander C has unit D in his command radius. He also has H but cannot influence that unit since it belongs to F’s command. B & G are within 1’s radius and since he is the overall General he can command them. As A is part of a battle line with B, he too is in command. E is within F’s command radius.  Therefore only unit H is outside the influence of any commander.
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The Commander in unit 1 has a command radius of 1 javelin throw. Units C and D are within his command radius, E is not. Unit B counts as being within the command radius because it is part of a continuous battle line with Unit C; the same is not true for unit A.
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Example of the Chain of Command


Units A-D (Red) are from one command, with unit C containing the commander. Units E-H (Blue) are another command, with unit F containing the commander. Unit 1 contains the General. 
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Examples of Units within Command Radius 
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Roll one D6: 1= Hit.  If ‘Hit’ roll again:


1    = Killed 


	2/3 = Serious wound, loose 2 CPs;


	4/6 = Light wound, loose 1CP;





Risk to Leaders





� EMBED MS_ClipArt_Gallery  ���





� EMBED MS_ClipArt_Gallery  ���








Command & Control
Page 6
14/02/01

_969790383

