[image: image1.wmf] “When the traditional signal to engage was sounded on both sides, a violent battle ensued. After a short exchange of missiles the Germans rushed forward, brandishing their weapons... Our men faced them stubbornly, protecting their heads with their shields and trying to strike fear into the foe with drawn swords or the deadly javelins that they brandished. At the very crisis of battle, when our cavalry were bravely regrouping and the infantry were stoutly protecting their flanks with a wall of serried shields, thick clouds of dust arose and the fight swayed this way and that... The hail of darts and javelins and the volleys of iron tipped arrows did not slacken although blade was clashing on blade in hand to hand conflict. Breastplates were split asunder by sword blows and wounded men who still had some blood left rose from the ground to attempt some further exploit,” Ammianus Marcellinus describing the Battle of Strasbourg AD 357.

Designer's Notes
Comitatus is a complete set of wargames rules designed to simulate warfare in Europe and the Mediterranean from about AD 250 to 1100: the so-called Dark Ages. The scope of the rules, therefore, includes the wars of the later Roman Empire through to the First Crusades. Comitatus is a fast moving game that is relatively easy to master. Full-scale battles representing tens of thousands of troops on each side can easily be fought to a conclusion in an evening while still retaining the special characteristics of dark age warfare.

My intention has been to develop a game, using miniature figures, which will look and feel like eyewitness accounts of ancient battles. The starting point, therefore, has not been to work out ground and figure scales or to compare the effects of various weapons against certain types of armour and formations, but rather to ensure that the game unfolds in the same way as the historical event it is simulating. I have not designed Comitatus with the competition wargamer in mind, nor with those who wish to recreate the minutiae of small-unit or individual action.  I have designed Comitatus for people who are fascinated by the military events of the Dark Ages and who want to bring history to life with a game that represents the clash of armies while being fun and relatively easy to play.

Ancient battle was, by modern standards, somewhat stylised. Because it is derived from descriptions of actual battles, like the quote from Ammianus Marcellinus above, a Comitatus game will have some of this stylised feel. The game is played using alternate movement with turns broken down into phases, which mirror the actions taken by troops in actual battles. After deployment into battle formation, troops move to within bow range of each other. They then halt and exchange missiles at long range, before closing to within javelin range. After another, more deadly missile exchange, troops will follow their leaders into hand to hand combat. A clear distinction is made between the initial clash of battle lines and the man to man combats that follow. Cavalry fights will be fast and fluid but when two infantry lines clash the combat may be more prolonged. 

Dark Age warfare was characterised by bands of warriors attaching themselves to powerful warlords. The title of these wargames rules takes its name from a leader's personal following which was known as the Comitatus. Leadership was direct and personal, and many of the game mechanisms in Comitatus are designed to replicate this on the wargames table with personal combat, special rules for a leader's personal following, and the requirement for commanders to lead from the front, being key features.  The capabilities of various troop types have been summed up in numerical ratings that make it immediately obvious, even to the first time player, how good they are at certain jobs. The combat factors are a sum of many variables including weapons, armour, cohesion and élan. Thus a unit with high attack but low defence factors reflects troops with high élan but lacking in staying power. The suggested numerical ratings of the various troop types may be adjusted to reflect personal interpretations or specific scenarios.

Many people have contributed to the design of Comitatus, both in its original and current form. I would like to particularly acknowledge the help and advice of Dave and Stephen Allen, David Blanchard, Perry Gray, Kent Haryett, Alexander MacDowall and Ross Macfarlane. I also wish to thank Andy Callan for having first come up with the concept of Disorder Points, which I have adapted for use in Comitatus 2.

(Simon MacDowall, Oxford, 2002

Introduction to the Second Edition

As a concept for re-creating battles of the Dark Ages with miniature figures, Comitatus has been around since the late 1980s. They were the first set of Ancients rules to introduce the ‘stand’ or ‘element’ as the basic playing piece instead of individual figures, and the first to classify troops according to battlefield behaviour rather than weapons and armour. These concepts have now become the standard for wargames set in the ancient period, although the use of two-rank deep infantry formations has not yet been as widely adopted. The initial version of these wargames rules were first published in Goths Huns and Romans, which was a guide to wargaming in the period from AD 350-450.  The limited period covered by the original rules was later expanded by incorporating Deus le Veult, wargames rules for the First Crusade, which won the Society of Ancients Alan Nickels Prize in 1989. The resulting expanded version of Comitatus then appeared as a Game Module for use with Legio Wargames Rules, published in 1992.

Comitatus 2 is essentially the same game but it is written in a more complete form, so as to be more easily understandable, and to have a wider appeal, to newcomers to the hobby. Players already familiar with Legio and Comitatus 1 will notice that there have been some rule refinements based on several years of playing experience. These refinements preserve the flavour and philosophy of the original game but streamline some of the mechanisms. The most noticeable difference has been to do away with the need to keep track of a unit’s status on paper. This has been replaced by the concept of Disorder Points (DPs). These were invented by Andy Callan for his American War of Independence rules (Loose Files and American Scramble) and have proven to be an enduring and elegant way of reflecting the variable state of unit morale and combat effectiveness. The system is easy to use, does not require any paper work and dispenses with the need for lots of morale checks.
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Many key words used in Comitatus have meanings which have a significant bearing on the rules. These words are set in italics the first time they appear and they are fully defined in the last section of the rules. It is important that all players have a common understanding of these key words and their definitions. 
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Important Rules: 














Rules and concepts that are essential to the game are highlighted like this





Examples of Play: 


Examples and detailed explanations are  highlighted like this and will often include diagrams to show how things are supposed to work.
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