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You hold in your hands a new and revised edition oftheAl | t he Kirnugléess .Melnt 6s been a coup!
edition was published. Webve pl ayheadlotsofhfgedbackand igeasgranmpdagerss i n c e
like you. We still love the original rules, and folks familiar with them will see many of the same concepts here. But given all

the great input wedve r ec e-releaseathe whote s¢ ilcorpogatng all the slightateangésiamde t o
new interpretations wedve gathered. Many of these additior
brand new. Thanks to everyone who contributed ideas!

Perhaps the biggest change is a basigame that we recommend for young or starting players. It captures the mood of the
horse-and-musket era, but is simple and fast. That also makes the basic rules ideal for staging battles with several players,
or running games at conventions.

After the basics, we present advanced rules. These are all options that you can add as you please, or as suits the period
youbre portraying. There were simply some weapons and tact
in the Seven Years War, forexample. You can also pick and choose among these optional rules to create the kind of games

you want to play.

We hope you like what you see.
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Rank upon rank of troops arrayed before you in brilliant
colors. Flags waving above a martial din, proclaiming
regi mentsd allegiance.
and pounding hooves as soldiers march toward glorious

battle. The joy of
history. It és
this warfare no one gets

soldiers.

Collecting and maneuvering miniature soldiers has been
practiced for millennia, whether among the pharaohs of
Egypt, in the war room of Frederick the Great, or by the
hand of author HG Wells. But collecting and playing with
toy soldiers isnot
it today, whether as quality time with our kids or a way to
bond with graying buddies.

All the Ki ngds Nse aa humble addition to this
wonderful pastime, a set of rules used to moderate how the

soldiers in your collection march, fire and bare steel in
mock battle. These rules have been kept simple in scope

Bel | candi mrgsentation, n yen gesignedu sok déd satisfyhglye y s

complicated in use. Theydre ec:

st andingg strategyantogefect sooraprodes a chdllengesYouacandmovee | i
w-and-muaskeke eraj but it h Bre and metee with your troops, but at what price? And
h u thereinbliescha dilsnema df béing a demeralg Grderingvinen h  t

into battle is easy. Dealing with the results is the hard part.

This game is designed for

the horse-and-musket era, a period from approximately
the early 18th century through the late 19th century.
Firearms are the prevailing weapons of the time, whether

bat't

restri ct ecdnndng muskets grshe ameingirifienArmoadnae wsrmn ~ We

into battle has been dispensed with, but a man riding a
charging horse with sword outstretched is still a
devastating weapon. The notion of armies doing battle
beyond e ac htisounimaginable. Inshesg times,
fire, steel, courage and gallantry win the day.
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Al t he Ki ia debigned fbe play with 54mm toy
soldiers. Miniatures are fielded individually, whether
infantry, cavalry, skirmishers or artillery. You can play
with your figures straight from the box, or paint them up to

exacting detail and mount each man on a small base.

Your battlefield can consist of a kitchen table or living
room carpet. Or it can be a wide table covered with a green
cloth and realistic-looking terrain, all in scale with your
troops.

You can play games about fictional armies determined to
go to war. Or you can study historical conflicts and portray
them on the table with forces representing the armies that
actually fought. Your battles can be small skirmishes with

only a few units per side, or grand battles with dozens of
battalions vying to win the field. Al | t he
allows for all possibilities, capturing the spirit of the

tactics, strategies and technology of the horseand-musket
era. Thegoal is a fun time playing with toy soldiers.

That said, the number of living soldiers represented by a
single toy soldier is not specified in these rules. Nor is the
real-world distance represented by an inch on your
battlefield. The space allowed by yourtable, combined with
the distances that cannons and muskets fire, influence the
numbers of troops youbl |l

Al | t he Ki isfgréuse witheany toy soldiers. Our
Army in a Box sets certainly provide their own, but
anything from your 18th- or 19th-century collection,
plastic or metal, will do. The more the merrier!

What You Need to Play

The following tools are required for use with this game.
Many of them are provided in an Army in a Box set.
Others are household items or are available in you
collection of games.

A I'ndividually based 54mm
dozen to a couple hundred.
A A general or | eader figur

A Some st an didrsddiers geitingashot ane ia
the process of falling down. Or these could be replaced
with other kinds of markers such as small stones upon

which al/l pl ayers agree.

mar kers. o

A A normal deck of playing
A A measuring tape or rul
suggested.

A Thrfeer @rtf colored dice

Beyond these three dice, several other ordinary white ones
are required. As many as a dozen.

A Smal | beads or other mar
Markers should be green, yellow and red to match the
colored dice. As many as one such marker per unit is
needed in each color. (So, if you have six units of troops in
your army, you need six green, six yellow and six red
mar kers.) These are call ed

A Poker

Acommand points. 0

Kingbs
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A 1'f you want to go so f
battlefield on which to fight. A green tablecloth, strips of
paper to represent roads and rivers, and models to
represent trees, buildings and bridges. Books slid under
your tablecloth can be mock hills. Be as creative and
realistic as you like. The more care you put into your

battlefield, the more rewarding your games will be.

ar ,

ACompl etely optional are dead
both sides that you lay on the battlefield to show where
fighting has occurred. These miniatures tell the story of the
battle, and just look cool. We like to place a dead man for
each casualty inflicted in our games. Sure, you can just
knock soldiers over, but dead ones look more authentic.

. Assembling Your Units

The word Aunito is used throu
any group of toy soldiers org
therefore includes a battalion of infantrymen, a troop of
cavalry, or an artillery battery.

Your soldiers can be assenbled into units as follows. A unit
has the listed number of soldiers at the beginning of a
game.

Infankyt o 12 privagey + officer + ensign
Skirmishers: 6 privates + officer + ensign

Cavalry: 6 troopers +officer + ensign

Artillery (foot or horse):

An fAensignd can be a flag
outstanding figure. A flag bearer is common in infantry
and cavalry units, while a musician is possible in all unit

types.

Skirmishers are a type of infantry trained to fight in op en
formations, moving and firing from cover to harass the

4 gunners+ officer + ensign

f ienemy: Eheir purpogeyispte gowaan apposing aray while w

the skirmisherso allies

e Two dypes @faagtifery popegate dnr thej herseaand-muskety
period, foot and horse. Foot artillery generally consists of a
crew that works dismounted, maneuvering a cannon (or
figuno) wi t h brute strength.
stationed in fortresses or could support infantry battalions.
HSrée arflénf Grfichs afetypicalfy fight!afdbperdtdd o r d
crews who have numerous horses available to them. Horse

¢ tillegysunits could operate far -flung on the battlefield,
firing and movin%quickly, and supporting cavalry troops. )

nches: One per player i s
To remember which artillery units are foot and which are
horse in your games all horse artillery crewmen could be

own ge

( d 6 thsuhted, 0¥ yo& Qild kee & HismButted@Brék néxttda

horse unit.

kers tTQy %QJdi%IFQrmaéiorWi th units.

Armies in the 18th and 19th centuries typically march and
fight in strict formations. T
rows, and these arrangements are maintained on the

_ battlefield even when terrain interferes or casualties are

il uffefe®. Whdle régfiméritst nfightSslo® down to cross a

chi ps -keeping tobl$ite represeatc o fenge, and reconstruct their formations afterward. Men
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advancing on t he enemy ficlumd g 6 9 afnkkisatr whdhrminstihteiirs | ong,
comrades fall. formation.

Troops are arranged in these strict formations because the  Only the front two ranks of an infantry unit in column can
accuracy of their weapons is generally poor. The more men  fire. Only those figures are counted when the unit fires.
assembled to fire in a volley, the more harm is done to the
enemy. The inaccuracy of muskets and cannons also
explains why soldiers wear bright colors. There is little use
to wearing camouflage or hiding. (The rifle begins to
change these circumstances, but its potential is only barely
understood in the horse-and-musket era.)

A few different formations are used in All the King 6 s .

; ) : X l Infantry, Iry and artill
Men . Notice that possible officer (O) and ensign (E) nanczu?:?orymﬂiog: e
positions in all the pictures shown. Officers and ensigns

Artillery units assume column formation. They do so to
move a cannon to a new positbn, traveling as quickly as
possible. Artillery crewmen, whether foot or horse, are
arranged from front to back, with their cannon placed
behind them facing backward.

can usually be anywhere in proximity to their units, usually \

off to the side. AA O.o0 t' " O =0

Line: Line formation is used by troops prepared for battle. AAE E *E ’
The unit controls the widest possible space on the ‘ I E -
battlefield and has maximum firepower. Soldiers are lined AA tt - 9’ ’
up side by side. They could form one long line, or be }#

arranged in two or three ranks, as shown in the t O*E

il lustrations here. Ahntryaﬁdigl“ t
cavalry units use line formation. :

Only the front two ranks of an infantry unit in line AA OE
formation can fire. Only those figures are counted when

the unit fires.

B e e e e e

L 2ok 2 2 2k S ot 2ok 2t 2 2 2 g

Because | ine formation i s wi
Terrain interferes with trave | and units must stop often as

of ficers fAdress the ranks, 0 [06se:l @ formationdis dssurBed ME dkirmishers and

artillery crewmen in position to fire their cannon. There is
' Infantry and cavalry line formations no specific structure to this formation. Skirmisher units
use it to find the cover and firing positions as they move

across the battlefield. Artillery crews fall into loose

AAAA“A | formation by default as they set up their guns to fire. They
O ftt)o take positions to fulfill their roles, whether moving a

/ing

‘AAAA“E wheel, loading a cannon ball, or touching a fire hole.
' Skirmishers assume loose formation around their officer
A# AAO ttt E and ensign, each of which is placed at the center of a unit.

Soldiers in a skirmisher unit can extend up to 6 inches
AAAAE away from their officer and ensign in any direction,

| perhaps in a line or as a #fdclo
AAAA t t t*tf OE Artillery crewmen in loose formation must stand within 1

inch of their cannon.

YTV TY VI '_W
OE Skirmisher and artillery loose formations.

Column: Column formation is narrow and long, and

usually wused to travel l ong al
used to cross a battlefield relatively quickly, especially A

when the terrain is rough or speed is of the essence. A - -

Column doesndét allow for muc OE P

Toy soldiers in column are arranged from front to back. “ OE O E

They could form a single line, or multiple lines could be A

arranged with soldiers placed front to back, their lines

parall el to each ot her . Al | i g ur v mume v ATV . vdcCch.

Infantry, cavalry and artillery units use column formation. Mob: It &s never a good thitag f
Soldiers in column must be in lines that are deeper (rom @Ssume mob formation. [t mean

end to end) than they are wide (from side to side). If a becoming a disjointed crowd instead of an organized
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fighting force. Any kind of unit be reduced to a mob &
infantry, cavalry, artillery or skirmisher. It happens when a
unit loses hand-to-hand combat ( o r
have been stabbed and beaten, have fled from the victor,
and gather as a group to seek shelter.

All toy soldiers in a mob must be touching, and each faces
in a different direction. They are not lined up or organized
in any way. They have no flank or rear as a result, which is
explained later.

You can neverchooseto put a unit in mob formation.

Mob formation. An infantry
mob is shown, but any type of

unit can be forced into a mob by
losing melee.

Formation Changes

Sooner or later, you want your units to change formation
as they move toward the enemy or as the enemy
approaches. Maybe an infantry unit in line advances on a
narrow pass between forests, and needs to adopt column to
get through quickly. Or an artillery unit in column arrives
at its intended destination and assumes loose formation to
fire on the enemy.

Formation changes occurafter you move a unit. How you
actually move your forces is explained fully in a little bit.
For now, just remember that formation changes are
allowed only after a unit has been moved. So, if your
infantry unit starts in column and you want it to assume
line, you do so after the unit moves in column. Or if your
cavalry unit starts in line and you want it to adopt column,
you do so at the end of the

The infantry unit ’
starts in line A
formation, moves, 4
and changes ’
formation into 4
column at the end ’
of its movement. 4

The only unit that cannot normally change formation is a
skirmisher unit. Skirmishers are usually in loose formation
at all times. The only time that may change is if they lose a
hand-to-hand fight and wind up in a mob.

Kingbs
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You Are the General

OneHigure snothe dattlefield represents you as a general of

your army. Generals are each assigned a rating from 1 to 3

to represent how talented and organized they are. A
general rated 1 is competent, but slow to react to situations

or is inexperienced. A general rated 2 is capable and
trusted by his men. He 6 shasb e e r
some martial tricks up his sleeve. A general rated 3 is
excellent. His men love him and will give their lives for

him. Hebs fought numerous batt
Hedéds wily and dangerous to all
For your first few games of All the King 6 s  Massign all

players a general rated 2. That evens the playing field. If
youdre simulating a histori
appropriate ratings to the prevailing generals involved.

Frederick the Great, Napoleon and Robert E. Lee might all
be rated 3, for exampl e, Wi
standing on par or below them.

cal

t h

Or you can let fate decide how skilled your general is by
rolling on the following chart. Roll a single, ordinary die
for each general.

Roll General Rating
1-2 1
3-5 2
6 3

Your general 6s position on the
the battle begins, and then at the end of each game turn.

He can travel up to 20 inches at a time in any direction and

is not subject to terrain penalties. Special circumstances

also allow him to move during a turn, all of which will be
explained soon.

If more than two people play a game, divide them into

teams, which means one or both armies has multiple
generals. Teammates work together to defeat opponents,

but they can also wind up working against each other if
theybébre not careful The highe
Commanding General, while the rest are Lieutenant
Generals. Or history might suggest that a wing commander

is actually rated higher than his superior. This kind of

tension leads to interesting chemistry among teammates.

AsSrAjteapnaate yqu have yay p\wWpRersppal command, a
group of wunits wunder your <cont

t eammat eds units the enemy. )
control. The best way to decide individual forces is to

divide the whole army evenly among you, or assume
responsibilities for units in specific parts of the battlefield.
AEverything west of the road
is mine. Everything east of th

Dice

A game of All the Ki n g 6 s cdllsefor about a dozen
ordinary six-sided dice. You might even gather this many
for each player. You can find them in board games that you
own, or get them inexpensively at dollar stores.

You also need 1 green, 1 yellow and 1 red die. Eadkrmy in
a Box set comes with these colored dice. Ideally, each
player has a set of colored dice to himself.
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Dice are rolled whenever your units go into combat. A
green, yellow or red die is included in most rolls you make
based on how fresh or exhausted one ofyour units is.

Green is used when the unit is fresh and rested. Yellow is
used when the unit is worn down. Red is used when the
unit is exhausted. Depending on the color of the single die
included in your roll, you seek rolls of a certain number or

betterr Those numbers are calle
Green: 4-6

Yellow: 5-6

Red: 6

Any die that gets a number i

die that gets a lower roll is a failure and is disregarded.

When you roll for a unit in combat, you roll at least 1 die
for each toy soldier

could roll 12 dice. I f itods
dice. One of those dice must be colored, green, yellow or
red. So, if you need to roll 6 dice for an attack, and the dice
are supposal to be green, roll 1 green die and 5 white ones.
Rolls of 4 or higher succeed. If you need to roll 8 dice for
an attack, and theyobre
die and 7 white ones. Rolls of 5 or higher succeed on yellow
dice. Or if you need tor o | | 2 dice
supposed to be red, roll 1 red die and 1 white die. Rolls of 6
succeed on red dice.

The rules might tell you to
or ired dice. o0 Really, t hat
with however many white ones you need to round out the
total. Even easier is to have a dozen dice in each color.
Then you donét have to

How different colored rolls are called for is explained later.
For now, you just need to understand how most rolls occur
in a game.

Setting up the Battlefield

Preparing your field of battle is very much a matter of
available room and personal taste (and history if you create
a real-world battle). The table or floor on which you play
may establish some natural boundaries on where troops
may roam. A minimum 4 feet by 6 feet is suggested, with
opposing forces lining up on the long edges of the field.
That puts all troops within foot -artillery range from the
very beginning of the game (4 feet). If you want more room
to maneuver, make the field deeper as your play space

Kingbs

i nv ol vtette battle that atsét pottrays.
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and other obstacles allows troops to maneuver freely and

get into position to fight quickly.

Terrain features can be created with many of the same
tools and items used in railroad dioramas. Trees, rivers,
roads and hills can all be made or purchased. Just bear in
mind the scale of your figures; terrain features should be
(IJarg(-ﬁ e[n%ughéoelqok cRnMir}ﬁiBgen?xgt(_) 5(§1mm figures.
Alternatively, you can go a very simple route by drawing
out all terrain features on paper, cutting them out, and
placing those shapes as twedimensional representations
of three-dimensional obstacles. Hills can also be created by
laying books on your field, whether atop or under the cloth
that esthbiisbes theabougdaries of your baftlegoend.e s s .

Some terrain pieces are included in Army in a Box sets,
such as huildings, fences and other structures appropriate
12 infantry, y

'I% ermufhte ﬂ1!e fer¥ain E)f Ta PiStdti&al b%ttlefie}ﬁ,oré%eal%r? uld

the battle to learn what features lay where, and try to
approxi mate them on your gl ay
rewarding to focus on only prominent terrain, such as La
Haye Sainte farmhouse at the Battle of Waterloo, or, the

ﬁfne Rlvt?erenhh% Br)(tignvh‘d %O thed & néh gL]'ns. yell
Other, smaller features mijght simply complicate your
g 4 r%el: rp 'S Iaon\}éi nt gweé(\%%o%tlearn liow winch
terrain is the right amount after playing a few games.

rol 1 PEEERIRNGFQees; fyellow di
Orte yé)uLhacvé you?‘ batt?ef?el'd,%/duer]é{ed tc?o‘et@rmirﬁe ﬂcﬁ‘vb I ne

many units each army includes. Do you want an even fight
with the same nun}gers and tygfes of units op each ISije? Do

'Iobsﬁied Lo 8k hdlv' | ng the
smaller army can hold out? Or does the historical battle
y 0 u 6 ffighting dictate the numbers and kinds of troops
involved?

Yo

You may want to put a play area together, decide army size
quickly, and have a fast, fun game. In that case, feel free to
determine the types of units in each army by rolling on the
following chart. A small game involves perhaps 5 rolls per
side. A medium-sized battle might call for 8 rolls per side.
A large one calls 10+ rolls per side. These battles range
from a few hours to a whole afternoon.

When making rolls to determine troop types, use 2

allows. A 6x6 battlefield allows for plenty of space to move
troops, and lets units to start the game outside artillery
range.

Terrain on your field is very much a matter of style and
artistic talent. You can create a detailed piece of ground
including hills, trees, rivers, villages, and just about

anything else that soldiers might encounter. Terrain
generally creates obstacles for troop movement and blocks
line of sight so that units may avoid enemy fire.

A field cluttered with terrain pieces makes for a slow,
somewhat complicated game as units gradually make their
way toward each other. They need to get very close before
they see their targets. A field with only a few hills, forests

ordinary dice (their color doc¢
on each roll.

Roll Unit Type

2-6 Infantry

7 Cavalry

8-9 Skirmisher

10-12 Artillery

I f you get HAArtilleryodo at any
a result of 1-4, the unit is foot artillery. Onarollof5-6 , it 0

horse artillery.

Feel free to adjust these odds and unit types as you feel is
appropriate, especially basel on the period you plan to
play. Skirmishers are more common in the 19th than in the
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18t h century, for

become prevalent until the Napoleonic era.

Arranging Forces

Now that you have the field prepared and your troops are
determined, ités time to pl
battle begins. In most cases, they can line up on the long

exampl e,

Kingbs
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Diferethit scnariossoe batties niightlsuggest that atimoes seh 0 t
up along the short sides of the play area (so that forces are

up to 6 feet apart on a 4x6 battlefield). In the case of one
side in a defensive position, that fortification or earthwork
might be arranged anywhere on the board, with attackers
Aqwgd toappipgel from g variety ¢f (ghleedagse £ o ¢ e

How you actually arrange your forces for battle is up to

t

sides of the play area,

p e r hyow andw iresuft ofrstraflegy famdouking ane ruesato iourp | a

edge. best advantage. Youbl I l earn

tactics as you read and get to know the game
Summary o fthe Basic Rules

At the Beginning of the Game

A Set up the play area, decide how many units each army fi

A Establish what terrain features are impassable to moyeme

A Deter mi neer aylodusr rgggn ng (1, 2 or 3) and starting positijon.

A Assign card suits to each army and compose the deck.

At the Beginning of each Turn

A Roll for command points.

A Change all unitsé counters to green.

A Shuffle the deck.

Playing the Game

A Tur n c aondand awtivate ubitg accordingly to move, change formation, fire, and/or initiate melee.

A Units inside command radius activate for free. Units |out

always free.

A Crossing terr aaysorbankdards costs halignowemente w

A When firing, roll dice based on the number of soldiens i

defender makes a similar roll and his succes gecasuallieséothe u bt r ¢

target. Officers and ensigns arendt counted.

A When staging a melee attack, roll green dice as the c¢har

and color. Officers aSucessesrsllediarexchangee as dasualtes. The side do.suffer the most

loses and falls back into a mob. Equal successes mean a controlled retreat for the defender.

A You can move and fire through your own skirmishers.

A Downgrade units aft er i¢stEeeyonawmdsourdf meleoned. suf fer casualt

A Units rout when they reach break point.

A An army routs when reduced to half starting strength.

At the End of each Turn

A A turn ends when the deck runs out or neither side has e

A R eerisorder markers from units.

A Discard any command points that werendt used.

A Move your general up to 20 inches.
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The Basic Rules

Al t he Ki isgldysd oWeanseries of turns, as
many as necessary for one army to defeat the other.
Pl ayerts vina e0 units, moving,
to-hand combat. The number of times a single unit can be

activated in the same turn is determined by how weary or

damaged the unit becomes.

The order in which players activate units is determined
with a deck of ordinary playing cards. Assign one army a
red suit and the other army a black suit, such as Hearts for
one side and Clubs for the other. Remove all other cards
except the two Jokers from the deck so 28 cards remain.
One of the two Jokers is consideredir ed 0 and
Aibl ack. 0 Be sure to decl are
game starts.

Shuffle the cards thoroughly and keep them face down.

In a game turn, draw one card at a time. Each player on a
side activates one of his units for each red or bhck card
drawn. So, if a 4 of Hearts is drawn, a player assigned red
cards is allowed to activate one of his units. If three players
are teammates, three units in their army are activated.

After each card is flipped, discard it face up.

A game turn is over when all cards have been drawn from
the deck, or when no more units can be activated in either
army. If one army runs out of eligible units to activate in a
turn, continue to draw
units are activated. Special cards dawn may still benefit or
penalize either side.

t he

teammates still activate one of their units
normally.
foiri

3Ky t er nd

'BY not aa?:tig/ateeanny tnits With tfmsa card.
Instead, the Commanding General chooses an
enemy uni t t hat canot b
remainder of the turn. Place a disorder marker

with the enemy unit. The enemy unit can still

fight back in melee if attacked.

2 Do not activate any units with this card. This
card is a detriment. The Commanding General

o tC Q8€s a single unit from his whole army that

c peany i Re E},ctlve‘teg foKNtHe rgnp]amq)er qf 81e e t
tur. R ‘diSorder 'markel” is placed by Gt 'as
reminder . Your unitos ab|Ii1

melee is not lost due to this card.

wh i

The exact ways in which these cards work will make full
sense once youbve read the

Activating Units

A unit may do one of the following in an activation:

rul

A A n ybinationrof move, fire and/or change formation.

Note, however, that any formation change must occur at
the end of movement. That means your unit could move,
change formation and fire; or fire, move and change

c ar d sformafidn;i or just fir€ onothie hspot; orasimply Grve:eokr i g i

change formation on the spot without moving or firing.

A Move and initiate melee (th:
Shuffle the deck again before each new turn. with the enemy to trigger a hand-to-hand fight)
Specia|Cards A  Reform a wunit from mob form
No movement or firing is allow ed.
As certain cards of an armyos col or are drawn, speci al
circumstances arise. When teammates share an army, one Uni t s o Resol ve
of them gets the following effect. The other players activate ) , .
units normally with the card. A unit can be act|vateq more than once in the same turn.
One of your red cards is drawn and you move a unit in one
Jack The unit activated gets its full movement,  activation. When another red card comes up, you might
regardless of terrain or other factors such as  activate the same unit again and have it move and fire this
moving backward. time.
Queen The unitods activati on adudiensap e tactivated wmaltple gneLin aituinased on
color. If the unit chosen is already red, its Aresolve, o which indicate
activation by this car drResbReeis reddrded ®rdtHenbattiefleRl byt plaging lcaloed
for the unit in the turn. counters next to units after
King Your general can be moved up to 20 inches, or counters are green, yellow ard red.
activate one unit normally. If you move your A unit with a green counter next to it (also known as a
general now, he can be moved again attheend fgr een uni t o) is fresh or re
of the turn. follow orders and fight to the best of its ability.
Ace Two activations can occur, with separate units A unit with a yellow counter next to it is tired from being

or the same unit. Activating distant yellow or
red units still costs
required to take both actions. You could refrain
from one of them without penalty. All other

issued repeated orders orfrom suffering attacks.

command oi nts. Youodr e

A unit with a red counter next to it is exhausted from
grueling orders or from being the target of debilitating
attacks.
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Each time you activate a
step from green to yellow or from yellow to red. This
downgrade always occurs at
So, a green unit follows the orders of an activation to it full
capability, and is tired at the end. Its green counter is

replaced with a yellow one.

A unit never has more than one counter assigred to it at a
time. The counter color simp
moved with the unit wherever the soldiers go on the
battlefield. Counters are an easy way of remembering just
how tired or beaten your troops are, and opponents can see
signs of your troops wavering according to the counters
assigned to them.

All units start a game with green counters.

s Men Toy Soldiers -dale.C.

Lieutenant General automatically starts a turn with a

Before the turn begins, the Commanding General doles ou
any of the command points he rolled to his subordinates,
and keeps the remainder for himself. Players are welcome
to petition the Commanding General for more command
qoints, but he has final say on how msn& he dispenses to
whém. WO LilutbfaRt " Gederal'can Have S mofe Ctibd
command points, tot al The
pass out any more command points after the first card of a
turn is flipped.

Say Chris, Matt and Larry share an army. Chris is
Commanding General and rated 3. Matt is rated 2 and
Larryisr at ed 1. Theyo6re both

%e

r

Li

Do c ume
u n iWhen plagers a® otéammatesi dharnmgn @r armye ®ath 0 n e

t nbneber efrtammantl poiats aquali td hissating ¢ tl,i2wra8t i o n

|
Co

e

Unitsd colors are downgr ad e dollsidldieerat the bagipning of a tare 1, B and 4. Hedgets 4B u t
theyodore also downgraded wh e ncomnmarslypdintsefor the tam.gMatd automatically startg h t .
That harm can be done by enemy fire,or when your unit with 2 command points and requests 2 more from Chris,
takes part in melee. who agrees. Matt now has 4 command points at his

When your unit suffers casualties (it loses toy soldiers), it

downgrades one color. If it was green and loses men under
fire, it downgrades to yellow. Its green counter is replaced

by a yellow one. If your unit was yellow, it downgrades to

red. Its yellow counter is replaced by a red one.

If your unit participates in melee its color automatically
downgrades to red afterward, regardless of what its
previous color was, and whether it suffers any casualties or
not. So, if your unit is green when it enters hand -to-hand
combat, its counter changes to red when the fight ends.
Melee is a confusing, exhausting braw!!

Whenever a unit i s downgr ad
weary, its men are in confusion, or the unit is badly beaten.

A red unit can be activated only one more time in a turn. At

the end of that activation, place a disorder marker next to

the unit. The unit cannot be activated again in the turn,
and the marker is a reminder
red counter remains on the field along with the disorder
marker.

disposal. Larry asks for 3, but Chris gives him only 1, for a
total of 2. That leaves Chris with 1 command point for
himself.

Keep track of how many command points you have with
poker chips or similar tokens.

Each general has a command radits of 12 inches. Any units
within that circle are quick to follow your orders,
regardless of their color i green, yellow or red. Any part of
a unit can be in command radius and the whole unit
automatically responds to you.

The artillery is
within 12 inches of
the general, and is

yel |l ow.
activated
automatically.

At the beginning of each ne 4 ned
counters are changed back to green and the whole 4 - -
downgrading process starts over again. Your forces get a 4
second wind and are reordered by their dficers. * &
Disorder markers placed with your units are removed _ . OE
- - The infantry is more than
before the next turn begins. Your troops find the strength 12 inches from the
to resume fighting. general, and is red. A
. command point is
Command Points required to activate it.
While your toy soldiers are metal or plastic, the real men
they represent are flesh and blood. Thatme ans t hey
entirely reI|abIeA|n battle. Sometimes they demand your Un{'ts outside command radg.ls may need your djrect
general 6s presence to ensure Pa YsQr& Vour DraetsCare car¥|e..out.
attention to ensure your orders arefollowed. If a unit is
At the beginning of each turn, the Commanding General  currently yellow or red, spend one of your command points
on each side rolls a number of dice equal to his rating- 1, 2  to activate it. Green units outside command radius fulfill
or 3. If your general is rated 2, roll 2 dice. The colorof or ders automatically. You don
these dice doesndét matter. Tpoietsdnihgthest number you get on
single die is the total number of Afcommand pointso you

have at your disposal for the turn. Say you roll 3 and 5 with
your 2 dice. Your highest roll is 5, so you get 5 command
points.

10
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Special Circumstances

Beyond the rules youbve
are a few special cases for command points.

Skirmisher Independence: Thanks to training to
operate on their own initiative, skirmisher units are always
activated reliably and for free, regardless of their color and

Kingbs

I U s tfom hé nte? & thé@rddode YoRnktior? Bhat YsNnhebsiire T

Men Toy Sol diers -dale.C. Do c ume

Measuring for units in loose formation is a little different .
When determining movement for skirmishers, measure h
from the officer and ensign at the heart of the group. Those
two figures form the center of the unit at its new

destination. For artillery in lo ose formation, measure from
the muzzle of their cannon.

their distance from your general.

Unit Type Formation
Influence of Allied Generals: Teammates usually Line Column Loose
activate units under their own command, the collection of Infantry 6 10 n/a
troops assigned to them at the beginning of the game. You | Skirmishers n/a n/a 12
can still activate a unit wujfCavelly an af8ied 201l ayerdo® controc
always costs you a command point, even if the unit is | Artillery (foot) n/a 8 4
within your command radius, and even if the unit is green. Artillery (horse) n/a 16 8
Say Edgar and Jamie are teammates. Edgar wants to At the end of a movement, a unit can be positioned to face
activate one oThe unih imigreen sand usn i anys direction within the 180 degrees in which it faced
within Edgaros command r adi before mévihg i can entuits movemént facing back ie thed
one of his command points to do it. direction from which it came,
Leftover Command Points: If you have any command movement by half.
points |l eft over at the end of a wasted.
. The unit moves
Moving Your Troops forward. At the end of
that movement, it can
When one of your units is activated, you have the face anywhere within
opportunity to move it. Moving your troops is the essence th.ec ﬁr?edjgi’ﬁgié’é
of battle. They march stoically or charge headlong toward before moving.
one another, forming measured lines that fire volley after
volley, or clashing in a contest of steel andfury.
Moving a unit means picking up and relocating each figure I e B .
in the group according to some simple rules. Units move a ) \
number of inches shown on the chart below, according to K \
their type & mfa}ntry, cavalry, sklrr_nlsher or artlll_ery. 'They v The unit loses half of its movement to face y
can travel that distance anywhere in a forward direction. back in this direction.
e Moving Across Terrain
ith Ity. A . .
without penalty Wh e n a path icros8es a piece of terrain on the
battlefield, the unités moveme
include water bodies, woods, fences, hedges, hill slopes
(traveling up only), crops and rough ground. This
interference occurs because troops often march n orderly
ranks, and those ranks are disrupted when terrain features
get in the way.
Movement that contacts terrain pieces is slowed by half.
So, if an infantry unit in column formation meets a fence
during its movement, the unit can travel 5 inches rather
l Movement backward or sideways is than the usual 10.
reduced by half. . . . . .
This penalty also applies if a unit starts a movement while
) R already in contact with terrain. Say the above infantry
A unit doesndt have to travedumdedd ishihthbs offroveieht!tutdhe binft B &l it
The chart shows maximum distances. intersected by the fence. Th
can move the number of inches shown inany direction. If multiple types of terrain are encountered by a unit in the
Movement distances are usually measured from the front ~ S@me activation, movement is never reduced to less than
Establish the front and cen ihaforgstononegsidegndiahill o the athgrsidegtheg y p ¢
whole unit still travels 8 1inhnc

new destination.

for one terrain feature, and 4 by the other.

11
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Even skirmishers are subject to terrain penalties while
moving. They may not maintain orderly ranks like other
soldiers do, but they must remain near fellows in their own

unit to remain a cohesive group.

Some terrain is simply impassable 8 units cannot cross or
enter it. This includes any lake, deep river or heavy forest.
Players should agree on what terrain is impassable before a
battle begins. Not even a Jack of your color allows one of
your units to move through impassable terrain.

As with encountering terrain, if a unit moves sideways or
backward (anything t hat
distance is halved. As bdore, a unit gets to move at least
half its normal distance, even if it moves backward and
encounters terrain.

Moving on a road is the exception to terrain penalties.
Moving on a road actually makes movement faster,
increasing the distance traveled by half. In order to get this
benefit, a unit must be in column formation and the unit

must remain on the road for the entire movement. An
infantry unit on a road therefore travels 15 inches, while a
cavalry unit travels 30. A unit in column does not lose the
road bonus for assuming a different formation at the end
of its movement.

Special Circumstances

Beyond the simple rules for moving your troops, a few
unigue situations need to be addressed.

Charging: Movement to make contact with the enemy
and engage in mele is considered a charge. No extra
distance is traveled, but the attacker gains another kind of
bonus for initiating the hand -to-hand fight.

Formation Change: Changing a uni
not affect its movement distance. Only one formation
change canbe made for a unit per activation. Say, from
line to column or column to line. Formation changes occur
after any movement is performed in an activation.

Moving Through Units: You cannot normally move a
unit through another one of your allied units, or thro ugh
an enemy uni t . They bl ock
movement mu st stop short of
exception here applies to your own skirmishers. You can
move one of your units through an allied skirmisher unit.

Impenetrable
forest

ngos

t 6s

Men Toy Sol diers -dale.C.
I f your
skirmisher unit, just rearrange the skirmishers around

your passing force.

Staging Fire Attacks

When enemy units 8 infantry, skirmishers or artillery &
come into range of each other, they typically open fire. Fire
is most effective for infantry when soldiers assume line
formation to make use of every musket, shooting in
volleys.

I SPirifgtfrom lorRy Fange, lcghnons blash awag an@irhets with

metal balls weighing anywhere from 3 to 6 to 12 pounds or
more. A cannon ball can devastatewhole lines of troops,
who are conveniently assembled by their generals. At close
range, artillery crews use gruesome forms of ammunition

such as grapeshot and canister. These are bags of musket

balls or cans filled with debris and jagged metal.

Skirmisher fire, while not concentrated like infantry fire or
sweeping i ke artillery fi
Expert marksmen pick off stray soldiers and officers,
creating confusion and disorientation. Add to that the
advent of the rifle with its long ran ge, and skirmishers are
dreaded opponents.

Whil e we as players candot f
the tabletop, we can simulate their effects by measuring
ranges and rolling dice to determine casualties.

Line of Sight

For fire to be conducted by one group on another, the
firing unit must be able to see enough of the target for the
attack to be effective. The center of the intended target (or
the fwgoje on for an agi rget) must be visible to

the at?aéke'ﬂragq?)ng tgbrl{z hztl%ﬁ% the center of the target or

ts whol e cannon i s not Vi

available to stage an attack. You might be able to see a few

figures on either side of a targeted unit, but if the center is
not visible, fire is not allowed. This visual requirement i s
called having sufficient Al

shoulcolﬁ% agree on whe er obstacles can e flred through
or over before a game begins.

The unit on the left is a legitimate

target for the firing unit, because

firing unit
center.

t he

E

The unit on the right is not a legitimate
target, because the firing unit cannot see

its center. The forest cannot be fired
through.
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Ranges

Units can fire their weapons only so far and still have an —
effect on the enemy. The following chart lists effective Firing is allowed.
ranges in inches for different units.

Fire Ranges

Unit Type Distance in Inches

Infantry 12

Skirmishers 24

Artillery (foot) 48*

Artillery (horse) 36*

* When a target is within 12 inches of an artillery unit, roll

3 dice per gunner rather than 2. v

Ranges are measured from the front and center of a firing
unit, in a straight line. For an atrtillery unit in loose
form ation, measure from the muzzle of the cannon. In the
case of a skirmisher unit, range is measured from the
officer and ensign figures at the center of the marksmen.

Skirmishers may fire

AN in any direction.

S A
A O

OE
>, »

The artillery fires on the

skirmishers. Range is measured
from the barrel of the cannon to . . ) ) )
the officer and ensign (the center) A firing unit must aim at a single target. Fire cannot be

of the skirmisher unit. split between different units.

To determine if casualties are done to a target, dice are
rolled for both attacker and defender. The color of the dice
rolled for each is the same as the counters currently
assigned to the unitsd green, yellow or red.

Remember that different colored dice call for different
target numbers in order to score successes: green 4+,
yellow 5+, or red 6.

The skirmishers fire on the
artillery unit. Range is measured
from the center of the skirmishers
(from O and E) to the cannon

A variable number of dice is rolled for each infantryman,
cavalry trooper, skirmisher or gunner, depending on what

itself.
combination of units clash, as shown on the following
chart.
An infantry or cavalry unit can be fired upon when any one In this chart, numbers before slashes are dice rolled for
figure in the unit is wit hin range of the attacker. each private, trooper or gunner in the attacking unit.

Numbers listed after slashes are rolled for the same kinds

A skirmisher unit can be fired upon if the officer and of figures in the defending unit.

ensign at the center of the target are within range.

Dice are never rolled for officer or ensign figures in a fire

roll, whether for the attacker or the defender. In the case

of a full-strength infantry unit, for example, that means 12

Fire may be aimed anywhere in a straight line within 180  dice are rolled rather than 14.

degrees of the direction in which a unit faces. That is, defender ds rol | under fFir

according to its fifacing. 0 ,gdjefadpd a%g' FeferminatBR i theftded of the ledbmy2 N Y

direction, regardless of their facing. The defender is the target of fire, but he may be willing to
stand firm, regardless of the lead whizzing past.

An artillery unit can be fired upon if its cannon itself is
within range.
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