By GARY EXELBY

Dexter, Mo. USA

One of my only complaints about SPI’s Swords and Sorcery game is that the magical flavor of the game is greatly diluted by what amounts to a Panzergruppe Guderian feel of combat and maneuver. This variant is intended to give players more of a strategic feel for S&S – in effect a whole complete different game, requiring no added components (except for the new races noted elsewhere on this site).

>I. Stacking.

Stacking is now more or less unlimited. However, practical limits to food supplies will tend to limit skyscrapers of units by imposing risks on too many troops trying to survive off too little food: 

>>A. Cultivated or (unbesieged – see below) City – 16 units 

>>B. Clear – 12 units 

>>C. Rough, Swamp or Woods – 8 units 

>>D. Forest, Karoo or Mountain – 6 units 

>>E. Besieged (see below) City – 4 units 

>>F. River or Lake – 2 units (Swamp creatures only; may not end turn in lake) 

>>G. Bridge or Portal — 1 unit 

>>H. Glacier, Dragon Complex or Blasted – zero (Blasted supersedes any other feature)(see movement below) 

>>I. Castle – plus two units (see below, Siege Operations) 

>>J. Town – plus four units (see below, Siege Operations) 

>>K. Capital – plus six units (see below, Siege Operations) 

>>L. Vortex hex — (inactive) as clear; (active) zero (0) 

Notes:

(1) Penalties – eliminate one unit for each full multiple of six units by which the units of one side exceed the hex’s stacking limit above. For partial multiples of six, roll the die and eliminate one unit if the roll is less than or equal to the number of units in the partial multiple. IMPORTANT: demoralize all remaining units in the stack if any unit is thereby eliminated.

(2) Cavalry and Dinosaur Legions count as three units. Giants and Warg Riders count as two units. Conjured or summoned units, and characters, do not count.

(3) Check stacking at the start of a game turn.

>II. Movement.

A player may now move his non-flying units into any hex on the board except the lake, or across any hexside except a Wall with an enemy unit in the hex to be entered. Flying units may always enter any hex on the board.

>>A. Cost to enter and exit Blasted and Glacier hexes is equal to the roll of one die for all except Frost Giants and flying units (1 M.P. for these two types).

>>B. Cost to enter a Dragon Complex hex (technically a separate location from the Mountain hex in which it is found) is the entirety of a unit’s movement allowance.

>>C. Cost to cross a Wall hexside into an unoccupied hex is the entire movement allowance of a non-flying unit.

>>D. A unit may cross a Wall hexside into a hex occupied by an enemy unit only through the Assault or Breach operations (see below IV Siege Operations).

>III. Combat.

A player must now move his units INTO an enemy-occupied hex to cause combat. Either player could conceivably bring combat about in a turn, either by regular movement or by Reaction:

>>A. As an enemy unit or stack (not a character or group of characters) moves adjacent to or into a hex containing a friendly unit stack containing a leader (any character, actually), the player owning the friendly unit or stack may, as desired, designate some or all the units in the friendly stack to react into any adjacent hex (including the one just entered by the enemy stack triggering the reaction). To react, roll two dice: on a roll of 8 or more, the indicated units MUST move to the indicated hex. The player modifies the dice roll cumulatively as follows: 

>>>1. plus the highest MP cost for the enemy units to enter the hex being reacted into (example: +2 if reacting into a Forest hex to Elves moving adjacent to or into the hex).

>>>2. minus the highest MP cost for the friendly units to enter the hex being reacted into (example: -3 for Men reacting into a Rough hex)

>>>3. plus the leadership rating of the character serving as the leader (even a zero; no character means no reaction permitted) IMPORTANT: the leader permitting the reaction must accompany the reacting units if they react successfully

>>>4. plus one of the slowest reacting unit is faster than the slowest moving unit

>>>5. plus one if the fastest reacting unit is faster than the fastest moving unit 

>>>6. plus one if the slowest reacting unit is faster than the fastest moving unit 

>>>7. minus one of the slowest moving unit is faster than the slowest reacting unit 

>>>8. minus one if the fastest moving unit is faster than the fastest reacting unit 

>>>9. minus one if  the slowest moving unit is faster than the fastest reacting unit 

>>B. A leader may attempt reaction each time enemy units move adjacent to the hex he or she occupies. However, if enemy units enter the hex leader occupies, he or she must immediately either try to react or forego the opportunity for the remainder of the turn.

>>C. However it comes about (either by movement or reaction), colocation of friendly and enemy units in the same hex halts movement for the moving stack, and prevents reaction by the non-moving stack. Under these rules, neither player is technically the attacker or defender, except in light of the strategic situation in which they find themselves.

>>D. Combat takes place in rounds. To conduct a round of combat: 

>>>1. each player total up his own combat strength

>>>>a. units which entered the hex of combat across a stream, ford or bridge hexside have their strengths have on the first round.

>>>>b. A player may add the leadership ratings of any of his characters in the battle hex to the combat strength of his units of the same race, with the upper limit being the total modified combat strength of those units.

>>>2. Each player then rolls one die, modifying the die roll cumulatively as follows: 

>>>>a. plus the leadership rating of any one character who did not add his leadership rating to the combat strength of his units.

>>>>>(1) reduce the modifier by one if less than half the friendly units in the hex are of the same race as himself .

>>>>>(2) any one character in a hex with friendly army units is the leader of  those army units by default. That is, some character in the hex MUST be the leader of the army units in the hex, even if, for example, Maytwist (race = Elf, leadership = zero) is stacked solely with friendly Endore units (race = Men) for a leadership die roll modifier of “-1.”

>>>>b. plus one if he has at least twice the cavalry attack strength of his opponent (or has any while his opponent has none).

>>>>>(1) Warg Riders and Dinosaur Legions, plus the SS-Wiking Summoned unit, count as cavalry for this purpose.

>>>>>(2) In clear terrain, the owning player may declare none, some or all his cavalry units to be Charging, in which case the strength is doubled. Each player makes the declaration secretly and reveals it simultaneously. Any cavalry strength doubled through a charge DOES count toward having twice as much cavalry strength as the opponent in the battle. 

>>>>c. plus one if he has at least twice the archer strength of his opponent (or has any while his opponent has none).

>>>>>(1) Intelligent mold units and the Continental Siege Machine Summoned unit count as archery units for this purpose.

>>>>d. plus one if he has at least twice the flying unit strength of his opponent (or has any while his opponent has none). The Continental Siege Machine counts as a flying unit or an archer unit in this case, but not both.

>>>3. Each player removes his units from the battle hex (mark the hex with any convenient marker) and arrays them in front of him, from left to right, for purposes of casualty extraction. Charging cavalry/Warg Riders/Dinosaur Legions must be placed to the left of all other units in the array.

>>>4. Players then note their respective modified die rolls, subtracting the higher from the lower and noting the difference:

>>>>a. on a difference of zero (0), each player inflicts combat strength point losses on the opponent’s units equal to 25 percent of his own modified strength. Each player’s units undergo a post-combat morale check (see below Morale)

>>>>b. on a difference of plus one (+1), the player with the higher modified die roll inflicts combat strength point losses on the opponent’s units equal to 30 percent of his own strength, and receives a “-1” die roll modifier to his post-combat morale checks. The player with the lower modified die roll inflicts combat strength point losses on the opponent’s units equal to 20 percent of his own strength, and receives a “+1” die roll modifier to his post-combat morale check.

>>>>c. on a difference of plus two (+2), the player with the higher modified die roll inflicts combat strength point losses on the opponent’s units equal to 35 percent of his own strength, and receives a “-2” die roll modifier to his post-combat morale checks. The player with the lower modified die roll inflicts combat strength point losses on the opponent’s units equal to 15 percent of his own strength, and receives a “+2” die roll modifier to his post-combat morale check.

>>>>d. on a difference of plus three (+3), the player with the higher modified die roll inflicts combat strength point losses on the opponent’s units equal to 40 percent of his own strength, and receives a “-3” die roll modifier to his post-combat morale checks. The player with the lower modified die roll inflicts combat strength point losses on the opponent’s units equal to 10 percent of his own strength, and receives a “+3” die roll modifier to his post-combat morale check.

>>>>e. on a difference of plus four (+4), the player with the higher modified die roll inflicts combat strength point losses on the opponent’s units equal to 45 percent of his own strength, and receives a “-4” die roll modifier to his post-combat morale checks. The player with the lower modified die roll inflicts combat strength point losses on the opponent’s units equal to 5 percent of his own strength, and receives a “+4” die roll modifier to his post-combat morale check.

>>>>f. on a difference of plus five (+5) or more, the player with the higher modified die roll inflicts combat strength point losses on the opponent’s units equal to 50 percent of his own strength, and his units automatically pass their post-combat morale checks. The player with the lower modified die roll inflicts no combat strength point losses on the opponent’s units, and all his units are Demoralized.

>>>5. Players then extract losses from their arrayed units from left to right. For loss extraction purposes, players use the terrain defense strength modifications on the terrain effects chart to calculate how many units to lose. Examples: a Dwarrow 4d4 Heavy Axe unit in mountains would count as 16 combat strength points for casualty extraction. A 2s3 Intelligent Mold unit in a Swamp hex would count as 6 combat strength points for loss satisfaction.

>>>>a. Otherwise, players are to use the printed (or defense, in the case of (4)m7 Heavy Horse units) strength of the given unit, Good Order or Demoralized as appropriate, to extract casualties from their units. That is, Charging or Doppelganger units use their doubled strength for infliction of enemy casualties, but not for satisfaction of friendly losses

>>>>>(1)  Charging cavalry units are not permitted to charge in two consecutive rounds of combat. Cavalry units which charged in a given round are placed to the extreme right of the array for the next round.

>>>>b. In cases where losses to be extracted are less than the modified strength of the next unit available in the array to eliminate, note the amount of loss compared to the modified strength of the unit:

>>>>>(1) if the required loss is less than one-third (1/3) the modified strength of the next available unit, the player makes a special morale check (see below Morale) for the unit. If it passes there is no effect, while if it fails it is Demoralized.

>>>>>(2) if the required loss is at least one third (1/3), but less than two thirds (2/3) the modified strength of the next available unit, the unit is Demoralized.

>>>>>(3) if the required loss is at least two thirds the modified strength of the next available unit, the player makes a special morale check (see below Morale) for the unit. If it passes it is Demoralized, while if it fails it is eliminated.

>>>6. After loss extraction, the players check morale for each surviving unit. (see below, Morale)

>>>7. If opposing units remain stacked together after the battle is resolved, either player may withdraw — or reinforce — his units in the battle hex. Withdrawal takes place before reinforcement:

>>>>a. A player who withdraws his units simply declares his intention to do so. Units which withdraw are vulnerable to enemy action in the next round, but do not contribute any strength to infliction of losses on the enemy units. Important: the player who withdraws may designate selected units to be his rear guard. These units do contribute strength for inflicting casualties, and must be set up at the left of the player’s battle array. After the second round is completed, the withdrawing player moves his surviving units (if any) to any adjacent hex permissible for his units to enter by regular movement.

>>>>b. If neither player withdraws, either player whose units stacked with leaders are in hexes adjacent to the battle hex may attempt to have those units enter the battle as reinforcements. Procedure is identical to Reaction with the sole exception that all enemy units in the battle hex are deemed to have a movement allowance of zero (that is, the reinforcing units will get a “+3” dice roll modifier in addition to any other modifiers). The new units join the battle array as the owner desires.

>>>8. Rounds of combat continue until the units of only one side remain in the battle hex. (exception: see below IV Siege Operations).

>IV. Siege Operations.

 When a player moves his units into a hex containing enemy units AND a castle, town, city or capital, the owner of the enemy units may decline battle, thereby creating a Siege. In addition, if a friendly unit is adjacent to every wall hexside enclosing an enemy-occupied hex (e.g. 3105, the Temple of the Corflu Cultists) or contiguous group of hexes (e.g. 0352-0451-0552-0452, the city of Urf Durfal), the friendly player may likewise declare a Siege. Note: the two non-wall hexsides on the Isle of Blood permit regular movement and therefore regular combat in the hexes they border, without obliging use of Siege Operations, although Assaults and Breaches are nonetheless permitted.

>>A. While a Siege continues, no regular combat takes place. No units besieged inside a town, capital, castle or walled hex may move outside the besieged location except to engage the besieging units directly in special combat. To do so, the besieged player announces he is making a sortie.

>>>1. If the besieged units are inside a walled hex, they may only sortie through a gate hexside (e.g. 3149/3150). If they are in a castle, the owner simply announces the units are making the sortie. During the combat phase, the players conduct combat in the manner outlined in III above. However, if the besieged player chooses to withdraw and there are no other friendly units besides the besieged units in the hex, he must withdraw back into the besieged location (back into the castle, town, or back across the gate hexside)

>>B. Players note the number of game-turns Siege conditions prevail, and each player must check stacking limits by multiplying the (modified) number of units by the number of turns the siege conditions have prevailed. Note: eventually, somebody will lose a unit.

>>C. Assaults. The besieging player may announce an Assault during his movement phase, in which case he makes a die roll for each non-cavalry, non-flying unit he desires to assault (cavalry units may not assault, and flying units may freely move into any hex). On a die roll of “1” the unit has scaled the walls (move across the hexside) or otherwise entered the besieged location. On a “6” the unit is Demoralized, and on any other result there is no effect.

>>>1. The announcement of an assault consumes the entire movement allowance of the given assaulting unit, regardless of the die roll.

>>>2. Units which successfully assault must engage the besieged units in regular combat. Cavalry units do not contribute a die roll modifier to the combat, but flying units do.

>>>>a. Combat rounds continue until the assaulting units withdraw or the besieged units and militia of the besieged location are eliminated. Besieged units may not withdraw from an assault. It’s “do or die.” >>D. Breaches. The besieging player may attempt to use siege-craft to either to breach a wall hexside or (if there is only a castle) otherwise create an entrance of his own into the besieged location. To do so, the player rolls the die twice. If the first roll is less than the number of turns Siege conditions have prevailed then he rolls the second. If that roll is less than the number of units besieging the hex (-side) then a breach has occurred.

>>>1. Breach operations take place during the movement phase and consume the entire movement allowance of the breaching units. Unlike assaults, cavalry units may participate in creating a breach.

>>>2. Once a breach occurs, the units used to create the breach(es) may move into or otherwise enter the besieged location to engage in combat as in assault.

>>>>a. Unlike assaults, cavalry units may participate in combat inside a besieged location, but as in assaults, there is no die roll modifier for cavalry.

>>>>b. As in assaults, combat rounds continue until the breaching units withdraw or the besieged units and militia of the besieged location are eliminated. Besieged units may not withdraw from a breach. As in assaults, it’s “do or die.”

>>>>c. If breaching units withdraw before besieged units are eliminated, then the breach is presumed to have been repaired and the process starts over.

>V. Morale.

Each race is rated as to its morale, and from time to time units will be obliged to check their morale. A unit undergoes a morale check by the owning player rolling one die for the unit: a roll less than or equal to the race’s morale allows the unit to pass the check, while any other roll causes it to fail.

>>A. Morale ratings are as follows: 

>>>1. Conjured units — 1 

>>>2. Goblins, Orcs — 2 

>>>3. Elves, Spider Folk — 4 

>>>4. Dragons — 5 

>>>5. All others — 3

>>B. When a unit checks morale, the owning player may use the Leadership rating of a character of the same race in the same hex to modify the die roll in his favor by the amount of the roll. In cases where there are more units than leaders, the owning player MAY split up the character’s Leadership rating to affect the morale of more than one unit, but in no case may the full Leadership rating be used on more than one unit.

>>C. In most cases, a unit which passes a morale check is unaffected, while one which fails is Demoralized, and flipped to its Demoralized side.

>>>1. An already-Demoralized unit which is again Demoralized is eliminated.

>>D. A unit recovers from Demoralization — “rallies” — by being stacked with a character of the same race with a Leadership rating greater than zero at the start of the owning player’s turn. No more units than the character’s Leadership rating may thus rally.

>>E. While a unit is Demoralized, it may not enter a hex containing an enemy unit, nor one into which an enemy unit could react.

>VI. Limited Reconnaissance.

>>A. The only circumstances in which a player may examine an enemy stack are when his units are in the same hex with enemy units or (Added) using the Magical Search spell.

>VII. Character vs. Army combat. 
Characters (or monsters without a combat strength) may battle army units (must battle to avoid automatic capture) as follows: 

>>A. The player owning the army units designates a single unit to battle the character(s). Up to one character with a leadership rating may assist the unit with his/her leadership rating as a  die roll modifier.

>>>1. The owning player multiplies the army unit’s combat strength by 10 (exception: use basic strength when in a Dragon Tunnel complex hex or on a Bridge hex).

>>>2. All characters add their fighting strengths together in a single total.

>>>>a. Monsters do not combine their strengths. Each must attack a separate Army unit, and if added Army units to attack are unavailable, the monsters attack the lone Army unit sequentially (i.e. each monster battles until either it is killed or it has eliminated the Army unit or otherwise obliged the discontinuation of the combat.

>>>>>(1) Note that an Army unit battling a Killer Penguin is Demoralized after the first round of combat, with all penalties inherent in Demoralization applying normally.

>>>>b. Monsters cannot be captured. They always fight to the death.

>>>3. Conduct the action as regular combat (note that characters count as cavalry), with losses to characters or Monsters assessed as wounds. The owner must assign wounds to all participating characters, with each getting one before any gets two, and so on. Withdrawal takes place in the same way as for an army.

>>>>a. Note that the army unit may be unaffected, Demoralized or eliminated. If it is Demoralized or eliminated, the player controlling it may substitute another army unit if available.

>>>>>(1)  If a character is using his Leadership rating to modify a Character vs. Army combat in which the unit being led is eliminated, the combat immediately becomes  Character vs. Character combat, with all the enemy characters against the lone character.

>>>>b. Monsters never try to Withdraw. Again, they fight to the death.

Please address any comments or suggestions to xlb@sbcglobal.net
