ROUGH WOOING

A Simple Mid 16thC Wargame
Jan 2025

Notes: After fierce solo debates, | have decided to go for quickplay over detail and have lumped troop types
into very broad categories focused on overall function rather than tactical details.

1. Play Sequence. Determine which side is acting first this turn,1st player moves and shoots, then the 2nd, then
both sides resolve melee.
2. Command. Formations and single stands within 12” and in sight of a general will act as ordered. Others must
roll 1d6 to see if they may move: 5,6=0Obey orders, +1 to the die if Elite or Veteran.
3. Movement.
a. Formation moves. A group of adjacent, touching, stands may move on a single die roll using the
speed of the slowest stand.
b. Distances: Pikes, Bills, etc: d6+6”,
‘Shot’, Sword & Bucklermen etc, Armoured Lancers: d6+9”,
Light Cavalry: d6+12”,
Artillery may move: d6+3”,
Heavy Artillery takes a whole move to limber or deploy.
c. Terrain:
d. Engagement: If a stand is within 6” of enemy, it is engaged. An engaged stand may only move directly
at enemy, retreat away, or stand in place, turning if desired.
e. Charge: Declare before rolling. Reaction: Cavalry may counter charge. Lt cavalry and Skirmishers
may evade a full move facing away. (decide before either side rolls.)

4. Shooting.
a. A unit must have a clear shot to a target in its frontal arc except LC may shoot all around.
b. Light Cavalry get 1d/stand@6” and may move and shoot. Hit on 5,6.
c. Shot (Archers, Arquebusiers etc) 2d/stand@12”, may move 1/2 and shoot. Hit on 5,6.
d. Light Artillery: gets 2d/stand@24” and may shoot or move. Hit on 5,6.
e. Heavy Atrtillery: gets 1d/stand@36” if deployed. Hit on 4,5,6..
f.  Modifiers: Inflict 1/2 casualties vs cover or armour. Arty ignores armour.

5. Melee. If in contact both sides roll during the melee phase.
a. Dice: Roll 2d per stand in contact to the front, Pikes get 1d to the flank or rear.
b. Cavalry, Bills, Halberds, Swordsmen, etc hiton 4,5,6
c. Light Cavalry, Pikes, Shot hit on 5,6
d. Modifiers: Inflict 1/2 casualties vs Armoured Tgt
Inflict 1/2 casualties if any but pikes or Sword & Buckler vs pikes in open or
vs terrain obstacle (eg attacking up steep hill, over obstacle, etc).
e. Follow me!: If a General is part of a formation, he may choose to risk himself by roll 1d6 in melee
5,6=inflict an extra hit on his enemy OR cancel 1 hit on an adjacent stand.
f.  After combat, cavalry which charged must retire 1/2 move facing the enemy.
6. Morale. When a stand has taken hits = its morale, it is removed..
a. Base morale is 6 hits for pikes, 4 for all others. +1 if Elite/Veteran, -1 if Poor. When a stand has taken
hits=morale, it is removed. (Adjust to scenario)
b. Army Morale. In the absence of scenario victory conditions, an army that has lost 1/2 of its stands
must concede.
Note: When halving, round off after all halving is done.



** Fantasy, Siege and other expansions may follow or you can add your own.
Ross Macfarlane

https://gameofmonth.blogspot.com/
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INTRODUCTION and DESIGN NOTES. (To come)
What follows is from a previous version and needs some updating .

PREPARING FOR BATTLE

1. Housekeeping and definitions.

a. All measurements are given in inches noted by a number followed by a quotation mark. (eg
6“). All dice are old fashioned 6 sided dice numbered 1 to 6. 2d6” indicates the sum of two 6
sided dice read as a distance in inches.

b. Company or Stand. These interchangeable terms that describe a group of figures fastened
to a base of an agreed upon size which are the lowest level of playing piece. stands are
grouped into units as described below. | use 6cm x 6¢cm square bases but as long as both
sides are similar the exact size doesn’'t matter. If using very small or very large bases it might
be best to adjust ranges to match. The number of figures is not taken into account so
opposing players do not HAVE to follow the same conventions though it is often less
confusing if they do.

c. Front. A stand’s frontal zone is everything between an imaginary line stretching forward at a
45 degrees angle from each front corner.

2. The Armies. A wargame army is formed of the following:

a. Commanders. A Command stand represents a senior commander with his staff and escort
and usually a large banner. Each army must usually have at least one commander who is the
General and is in charge of the whole army. He (or she) may be assisted by subordinate
"Battle", “Wing” or “Battalion” Commanders who command a group of stands assigned to
them at the start of the game.

b. Formation. A group of companies which act together. Cavalry and Light Infantry normally
form 1 rank deep. Pikes and Foot normally deploy 2 or 3 stands deep.

c. Cavalry.

i. Lancers: Armoured shock cavalry
i. Light Cavalry: Lightly armoured cavalry with light lances, bows or firearms.

d. Infantry.

i. Pikemen. Infantry fighting in dense masses with pikes but usually with a percentage
of men with other weapons such as halberds and two handed swords.

i.  Billmen. Infantry equipped primarily for close quarter fighting in looser formations.
This includes Englishbillmen but also halberdiers, Galloglaich, and similar as well as
dismounted Men at arms.






e. Light Infantry
i. Swordsmen. Mobile, lightly equipped, infantry equipped with sword and buckler, two
handed swords, etc for close combat as well as dismounted light lancers.
i.  Shot. Lightly equipped Infantry equipped primarily with firearms, bows or crossbows
as well as dismounted mounted crossbowmen/arquebusiers.

f. Artillery. These are broken into two groups.

i. Heavy Artillery. Large cannon which are difficult to move but which have a longer
range and greater battering power than lighter guns.

i. Light Artillery. Guns which can be manhandled and fired more rapidly than the big
guns but which have a shorter range and less effect.

g. Troop Quality. Most troops are assumed to have average training, discipline and equipment
but some stands may be designated Elite if better trained and equipped than usual with high
morale, or as Levies if worse than usual. Many stands will be composed of men wearing
various amounts of armour and regardless of how the miniatures are arranged are assumed
to form up with the best armoured men in the front ranks with the less well armoured to the
rear.










