MASS COMBAT RULES FOR DRAGONQUEST

These rules are broken into three general sections: Recruitment and Training (Rules 87 and 88), the Mass Combat Rules of Engagement (Rules 89, 90, and 91), and the Mass Combat Resolution (Rules 92 to 95). Familiarizing yourself with each of these general sections in turn will make understanding the system as a whole much easier. There is a conscious attempt to make DQ mass combat retain the ‘feel’ of the regular 1 hex = 5 feet, and you will find that the Mass Combat rules are less complex than the ordinary humanoid-scale DQ combat system.

Throughout this section, it is important to note the flexibility of this system. When discussing armies, units, cohorts, etc. this system is to be used at the most abstract level desired: if you wish to treat your entire army as one unit for ease of play, so be it. However, please note the option to break your army up into several distinct units is perfectly allowable and is in fact expected. Although this means more work, in the end, it will hopefully provide a more enjoyable experience. When dividing your force, keep track of each individual unit’s vital statistics separately (training time, equipment, weapons training, specialists assigned, etc.). The system also allows for any number of troops to a unit. If you desire to break up your 200-man army into 20 man squads, feel free. If you wish to divide a 10000 strong orc horde into 3 mobs, then feel free to do so, as long as the ease of play is maintained.

I understand that DragonQuest is a role-playing game, and this section was written for the intent of allowing players and GMs alike to simulate wars and the like, which I feel are crucial in epic adventures. However, the fact that this is a role-playing game must be stressed: if at any point, you’d like to get creative, feel free. The presence of magic will create all sorts of interesting options in war and especially sieges, and there is no possible way to cover them all. It is for this reason that GMs should be prepared for those players that feel like diverting rivers through castles, sneaking into castles to assassinate leaders during a siege, or if invisible manticores firing at bowmen constitutes a serious enough threat that the enemy commander would summon Malthus. Be fair, and be aware that at any time if you don’t like something, change it or add to it. Also, war provides opportunity for impressive heroics -- do not overlook this. If you would rather role-play any aspect of mass combat (spying and sabotage immediately come to mind, followed by assassinations) please do -- it adds a sense of immediacy to the characters’ actions, making the entire situation more exciting for everyone.

Note: I know the bookkeeping is a little harsh at first, but once the units are formed, they are easy to keep track of, and combat is relatively easy to understand.

87. RECRUITMENT: FORMING AN ARMY

[87.1] An army (or prospective army) can recruit for troops once per month, and only one recruiter (not necessarily a Military Scientist) from a single army may recruit in a general region (i.e., a city).

TROOP AND OFFICER RECRUITMENT

A recruitment drive in the world of DragonQuest is almost always successful. The promise of riches and booty can muster any size and type of soldier, from farmers to professional mercenaries. The number of troops recruited is dependent on several things:

1). a). Find the maximum number appearing for that creature type sought (the creature sought must be native to the region) in the MONSTER section (i.e., Goblins’ maximum is 1000, Orcs are 500, etc.) -- for humans, assume the maximum to be 500.

b). The population density of the troop race in the recruitment area will modify this amount. The density modifier is a multiplier to the troop recruitment maximum. The density listed is for human populations, and requires the adjuration of the GM for instances of non-human populations. The GM should keep in mind that these densities are relative, and that the maximum population values are good judges of how dense an area needs to be in order to be considered a "city".

	PRIVATE
density:
	major city
	city
	town
	village
	hamlet
	Frontier

	multiplier:
	1.4
	1
	.8
	.6
	.4
	.2


2). Roll against a target of [(MIL. SCI. * 8) + (WP * 3) + (TROUBADOUR * 5)]. For each point under this target, .5% of the maximum possible are recruited (round down). Results of 0% or less mean no troops are summoned. Troops mustered in this fashion are considered to be illiterate peasants, with no Ranks in any Skill of note; they will have the average statistics for their race. A commander need not be a Military Scientist or Troubadour to attempt to recruit. A target number may be higher than 200, meaning that it is possible to recruit more than 100% of the maximum number appearing.

All humanoid troops recruited in this manner will have all statistics at 15, modified by their appropriate racial modifiers. Non-humanoid troops will have the average statistics for their species (round down if necessary). These values may be increased by +1, for any statistic, for a cost of 50 troops. Statistics can not be raised past +8, nor may a statistic increase raise a statistic past its maximum for a species. 

There are a few other modifiers to the final amount of troops recruited. If the result rolled is under 15% of the target number, the amount of troops recruited receives a +1 multiplier; if the result is under 5% of the target number, the amount of troops recruited receives a +2 multiplier. If the troops are being recruited by a popular government or religion in the area, or can be pressed into service, the total receives a +.5 multiplier. If the troops to be recruited will be working for an unpopular movement, such as human troops to aid orcs, a poor general that cannot offer immediate payment of salaries (see Rule 90.3), or a recruitment drive that is unapproved of by the local authorities, the total receives a GM determined penalty, of no less then a -.5 multiplier penalty and up to a -2 penalty for extreme cases (possibly making it impossible to automatically recruit troops in the area). If the area is saturated with recruiters, apply an additional penalty of –.5 to –1, depending on the degree of availability of troops. In a situation of dire need directly affecting the targeted population, add a +1 multiplier.

E.g.: A commander with MIL SCI (Rk. 8) with WP 15 recruits some mercenary human troops to help raise the siege of a nearby halfling hamlet. His target is [(MIL SCI(8) * 8) + WP(15) * 3)]; this is [(8 * 8) + (15 * 3)], which reduces to [64 + 45]. His target is 109. He rolls a 27, which is 82 under his target. This means 41% (82 * .5) of the maximum number (500 for humans) show up. 41% of 500 is 205. 205 troops respond to the recruitment call.

example: A commander recruits 375 human troops, each with all statistics set to 15. However, he wishes them to be able to use a long bow, with a PS minimum of 16. To recruit troops of PS 16, he must first ‘spend’ 50 troops, leaving him with 325 troops left. Therefore, he recruits 325 human troops with a PS of 16, and all other stats set at 15.

example: The dark master of the Black Empire, Loth-Nokrum, attempts to recruit troops to serve in his evil army. He is a MIL SCI (Rk. 10), with a WP 19. His target number is [(MIL SCI (10) * 8) + WP (19) * 3)]; this is (80 + 57), or 137. He rolls an 04, which is under 5% of his target number of 137. Ordinarily, he would recruit 66.5% of the maximum (500), or 332.5 troops. However, he is recruiting in a major city which gives him a multiplier of 1.4, increased by +2 for the result rolled, increased further by +.5 due to the popularity of the army in the Black Empire (and definitely not for his recruitment technique). His final multiplier is (1.4 + 2 + .5), or 3.9. 332.5 troops multiplied by 3.9 is 1296.75 troops, reduced to 1296 troops recruited for the month.

[87.2] A recruiter may recruit specialists instead of regular troops.

In addition to recruiting regular soldiers, a Military Scientist (and only a Military Scientist) may attempt to recruit specialists. Non-Military Scientists that wish to hire specialists must do so in an ordinary role-playing fashion. The specialists available include: officers, merchants, healers, spies, mechanicians, sappers, astrologers, and assassins. Whereas normal troops are "bought" on a 1-for-1 basis, each specialist "costs" a certain number of troops, as follows:

	PRIVATE
Officer
	20 troops
	

	Merchant
	45 troops
	

	Healer
	70 troops
	

	Spy
	50 troops
	

	Assassin
	80 troops
	(war isn’t as lucrative as business)

	(recruiter is at leasr a Rank 4 Assassin)
	40 troops
	

	Mechanician
	100 troops
	(valuable outside war)

	Ranger
	60 troops
	

	Astrologer
	200 troops
	(FAR too valuable)

	Sapping Unit
	200 troops
	(optional: see SIEGE rules for use)


example: Assume a commander recruits 205 troops. If he were to be searching for specialists, he would be able to recruit up to 10 officers (10 * 20=200 troop total), 4 merchants (45 * 4=180 troop total), 2 Healers (70 * 2=140 troop total), 4 spies (4 * 50=200 troop total), 2 assassins (80 * 2=160 troop equivalent total), or any combination of specialists and regular troops that add up to 205 troops.

The rank of these recruited specialists is equal to half the rank of the recruiter’s Military Scientist (rounded down, minimum rank of 0), and they have all statistics at 18, modified for their race. Any specialists needed of higher than half the rank of the recruiter must be approached individually, and dealt with as a normal NPC.

[87.3] The maximum number of troops recruited reduces every month of consecutive recruitment.

For every month of consecutive recruitment in the same relative geographic region the maximum amount of troops available reduces by 20%. Each successive month reduces the maximum by an additional 20%. Every month that a force does not recruit for troops increases the maximum by 25%, until it reaches its original value. These values are compounded; that is, if a commander recruits for 5 months in a row, the reduction is (.85), or (.32768) of the total (which means .32768 of the maximum amount are now available).

88. TRAINING AN ARMY

It is vitally important to train your troops. Most commanders will want to break up their army into several distinct forces (Cavalry units, Infantry units, Magical units, etc.). Those that do this must pay close attention to the following steps, and record each forces’ training separately. It is also important to denote the difference between time spent training on tactics, time spent training with weapons, and time spent training assassins and rangers.

[88.1] A Military Scientist may train a number of troops in the arts of tactics, dependent on Rank.

Each MILITARY SCIENTIST in a force can train a number of troops equal to [5 + WP + (RANK * 2)] at a time. This means that a force with multiple MILITARY SCIENTISTS can train [(5 * Number of Officers) + (Total WP of officers) + (Total Rank of Officers * 2)] a week.

example: A commander, Rank 8, WP 18, has 14 officers at WP 14 he recruited (Rank 4). They can train [(5 * Officers(15)) + (Total WP (14 * 14 + 18)) + (Rank(14 * 4 + 8) * 2)] troops. This reduces to [75 + 214 + 128], or 417 troops per week.

It is important to note the average MIL SCI rank of the officers, which will come into play later. Remember, use only the average MIL SCI of the officers that trained the force. This could create several forces within the same army with differing levels of training; this is realistic, and accounts for those troops that received training to become the crack troops they should be.

[88.2] A unit of troops must be trained in the use of arms.

The next stage of training is to train with weapons, determining the average Rank of the soldiers with their weapon. The maximum possible rank achieved by the force is two less than their trainer, except for shields, which may achieve parity with their trainer. Note that when trining, normal DQ rules for skill acquisition apply, that is, Rank 0 must be achieved before Rank 1, Rank1 before Rank 2, etc. Use this chart:

	PRIVATE
To achieve Rank 0:
	1 week
	
	

	To achieve Rank 1:
	1 week
	(2 weeks total)
	

	Rank 2:
	2 weeks
	(4 weeks total)
	

	Rank 3:
	4 weeks
	(8 weeks total)
	

	Rank 4:
	8 weeks
	(16 weeks total)
	

	Rank 5:
	14 weeks
	(30 weeks total)
	

	Rank 6:
	20 weeks
	(50 weeks total)
	

	Rank 7:
	25 weeks
	(75 weeks total)
	

	Rank 8:
	30 weeks
	(105 weeks total)
	(max. attainable through training)

	Rank 9:
	25 weeks
	
	

	Rank 10:
	25 weeks
	
	


Record the Rank achieved by the force. Also note that to train in a shield would be another weapon needed. Therefore, to be trained in a weapon and shield to Rank 4 would take a total of 32 weeks.

[88.3] An army gains in effectiveness in the areas of tactics and weapon skill with each victory.

A force will not need to train as much once they are in the field, waging a campaign. Every victory against an opponent at least 50% the force’s Battle Power (see [89.2]) gains the force 1 week’s worth of training. Likewise, every 3 defeats against an opponent at least 50% of the force’s Battle Power gains the force 1 week of training. Training time earned in this manner may only apply to weapons training or tactics training. If applied to weapons training, the limit of two less than the Trainer’s Rank is ignored. If applied to tactics training, then the 30 week maximum limit is ignored (use the initial trainer’s Mil. Sci. Rank when calculating which bonus value to use, see DETERMINING TROOP QUALITY, below).

[88.4] Troops may be trained in the arts of assassination and specialized forms of killing.

Troops trained as Assassins are highly skilled warriors, having undergone extensive training in the more exacting methods of killing and are generally shunned by the ‘normal’ troops. These soldiers are the elite warriors of the army.

If there is an officer with the Assassin skill (these officers will be unrecruitable in the normal fashion: only special NPCs and PCs will be able to perform this), he may train a number of soldiers (determined as above in [88.1], but then halved, rounding down) in the deadlier arts of killing. The Assassin must be ranked at least 5, and be a Military Scientist of at least Rank 6. The training time is 16 weeks, and no bonus is received unless this training time is completed. Keep track of the number of soldiers that are trained in this fashion. The officer cannot perform any other training duties while so occupied. For game purposes, the soldiers are now considered Rank 2 Assassins; no higher Rank should be attainable by training in this fashion.

[88.5] Troops may be trained in wilderness survival.

If there is an officer with the Ranger skill and Military Scientist, he may train a number of troops (determined as above, in [88.1]) in the art of fighting in an environment suitable to the ranger’s area of expertise. Officers with these combination of skills will be unrecruitable in the ordinary fashion, and must be acquired through role-playing or through specific NPCs and perhaps other PCs. The officer must be at least Rank 6 in Ranger, and Rank 4 in Military Scientist. Training time is 12 weeks, and no bonus is received until the training is completed. The officer cannot perform other training duties while so occupied. For game purposes, these soldiers are considered to be Rank 2 Rangers specializing in the environment trained in; no higher Rank should be attainable by training in this fashion. If all troops in a force are Rangers, they may move through terrain as though it is one stage lighter (see Rule 90.1).

[88.6] A commander must keep track of the training his units have undergone.

You should now know how many weeks your force has trained on tactics, the average rank with their weapons and shields, and the number of assassins in the force. Keep in mind it is possible to train a force in tactics very much, while ignoring weapon skill Ranks. This is a trade-off each commander should examine.

89. DETERMINING THE STRENGTH OF AN ARMY

The strength of an army is determined by two factors, inherent in the force itself, regardless of outside factors such as terrain and tactics employed. The first value is UNIT QUALITY, which measures the training and overall class of the soldier. The second value is FORCE MULTIPLIER, which is a gauge of the strengths and weaknesses of the soldiers themselves, rather than a value of training received. The FORCE MULTIPLIER is a multiplier to the value of UNIT QUALITY; hence, highly trained troops will most likely be able to overcome a disorganized group of powerful creatures, such as orcs. The amalgamation of these two values determines the Battle Power of the force. A force’s Battle Power is the number that will be used to determine the outcome of unit clashes.

[89.1] A commander must determine the Troop Quality for every one of his soldiers.

Troop quality is the base line value for all armies. Every single soldier has a calculable Troop Quality; when the values for all soldiers within a single unit are added together, they form the total referred to as the Unit Quality. To calculate the value for a soldier, consult the chart below, using all applicable modifiers:

	PRIVATE
BASE VALUE:
	
	1
	

	EQUIPMENT:
	
	
	

	
	PRO 0-1
	-.4
	(PRO refers to Protection)

	
	PRO 2-4
	-.2
	

	
	PRO 5-7
	+0
	

	
	PRO 8-9
	+.3
	

	
	PRO 10-11
	+.5
	

	
	PRO 12+
	+.8
	

	
	melee weapon DM < +3
	-.3
	(use only the most damaging Ranked attack)

	
	+3  DM < +6
	+0
	

	
	+6  DM < +9 
	+.4
	

	
	+9  DM < +12
	+.8
	

	
	+12  DM
	+1.2
	

	
	additional melee attack
	+.2
	

	
	
	
	

	
	DEF 20+
	+.15
	

	
	(each additional +10)
	+.1
	(no maximum)

	
	
	
	

	
	Missle Weapon
	+.2
	

	
	(DM  +4)
	+.2
	

	
	(area effect)
	+.1 per hex
	

	
	
	
	

	TACTICS TRAINING:
	
	
	(max. 30 weeks)

	
	MIL SCI Rank 1-3
	+.01 per week
	

	
	MIL SCI Rank 4-7
	+.015 per week
	

	
	MIL SCI Rank 8-9
	+.02 per week
	

	
	MIL SCI Rank 10
	+.025 per week
	

	
	
	
	

	CHARACTERISTICS:
	
	
	

	
	ST  24
	+.15
	

	
	ST  12
	-.1
	

	
	MD  18
	+.25
	

	
	MD  10
	-.2
	

	
	WP  18
	+.25
	

	
	WP  10
	-.2
	

	
	EN  21
	+.25
	

	
	(each additional +5 EN)
	+.1
	(no maximum)

	
	EN  12
	-.4
	

	
	TMR  8
	+.35
	

	
	TMR  4
	-.1
	

	
	PC  15
	+.1
	

	
	(each additional +5 PC)
	+.05
	(no maximum)


	
	
	
	

	
	Flight
	+.5
	

	
	Can alter corporeality
	+1
	

	
	Witchsight
	+.15
	

	
	Can attack without regard to armor
	+1
	(physical attacks only)

	
	(attack targets EN)
	+1.5
	

	
	Unable to be stunned
	+.6
	

	
	Causes fear
	+.5
	

	
	Regenerates
	+.5
	

	
	
	
	

	RANK WITH WEAPON:
	
	+.15 per Rank
	(highest Ranked weapon only)

	
	
	
	

	MAGICIAN:
	
	+.75
	(use only the Adept’s best spell)

	
	Knows area-effect attack spell
	+.25 per Rank
	

	
	Knows non-area effect attack spell
	+.1 per Rank
	

	
	
	
	

	SIZE:
	
	+.1 per Hex past the first
	


A commander should total up all the Troop Quality points of all troops within his army to determine the Unit Quality. This process should remain relatively simple, as the body of most forces will (hopefully) be rather generic, with only a few unique entities requiring their own calculations. In special cases like shapechangers, the commander should decide whether his troops will fight and be trained as humans or as beasts, and use the corresponding profile. Each group of troops should have their statistics recorded, in order to reference Troop Quality in cases where equipment changes, or Rank improves, etc. This way, any changes can be quickly made.

Mounts should only be figured as soldiers when they are trained for combat. Otherwise, they are considered only as a modifier to their rider’s TMR, rather than distinct troops.

[89.2] The commander should determine the effects of his Force Multipliers, in order to determine his final Battle Power.

The Force Multipliers are the effects that the commander and his officers have on the troops. Rather than alter the troops themselves, Force Multipliers act on a macroscopic level to increase the overall Unit Quality. The commander should total up the value for all Force Multipliers, and then apply the following formula:

UNIT QUALITY * (FORCE MULTIPLIERS + 1) = BATTLE POWER

The following chart lists the Force Multiplier bonuses –

	PRIVATE
COMMANDER TRAITS:
	
	

	
	Military Scientist
	+.175 per Rank

	
	Ranger
	+.02 per Rank

	
	PC
	+.02 per point over 10

	
	WP
	+.015 per point over 15

	
	Namer
	+.1

	
	Light Magician
	+.15

	
	Black Magician
	+.15

	
	Life Aspected
	+.08

	
	Death Aspected
	+.12

	
	Hero
	+.1

	
	
	

	OFFICERS:
	
	

	
	Avg. Military Scientist Rank
	+.1 per Rank

	
	
	

	
	Officer : Soldier ratio --
	

	
	1 : 5 or less
	+.6

	
	1 : 5.01 – 1 : 10
	+.4

	
	1 : 10.01 - 1 : 20
	+.2

	
	1 : 20.01 - 1 : 50
	+.1

	
	1 : 50.01 - 1 : 100
	+0

	
	1 : 100.01+
	-.4

	
	
	

	ADVISORS:
	
	(consider only the highest Rank)

	
	Astrologer
	+.2 per Rank

	
	Navigator
	+.02 per Rank

	
	Merchant
	+.015 per Rank

	
	Ranger
	+.04 per Rank

	
	Spy
	+.12 per Rank

	
	
	

	ASSASSINS:
	
	

	
	Assassin : Soldier ratio --
	

	
	1 : 5 or less
	+.3

	
	1 : 5.01 – 1 : 10
	+.2

	
	1 : 10.01 - 1 : 20
	+.12

	
	1 : 20.01 - 1 : 50
	+.08

	
	1 : 50.01 - 1 : 100
	+.04

	
	1 : 100.01+
	+0

	
	
	

	WEARINESS:
	
	

	
	Time Active outside Home Territory
	(use only one)

	
	Less than a month
	+.1

	
	1 month or greater
	+0

	
	Up to 1 season
	-.2

	
	Up to 1 year
	-.3

	
	Greater than 1 year
	-.5

	
	
	

	RACE:
	
	

	
	Only one race in force
	+.1

	
	(each additional race)
	-.1

	
	
	

	MAGIC:
	
	(use each that apply)

	
	5% of force has spells
	+.3

	
	25% of force has spells
	+.35

	
	
	

	IN CASTLE:
	
	+.2


When designing units, be sure to remember rule [58.1], regarding the maximum number of troops commandable by a Military Scientist: (15 + [WP * 4] + [Rank2]). Any troops that are not under Military Scientist supervision do not receive the Force Multiplier bonuses for OFFICERS, COMMANDER TRAITS, and ADVISORS. In addition, they automatically suffer from the 1:100+ ORGANIZATION penalty (-.4) rather than qualifying for any other category. This will complicate the calculations that you will have to make to determine Battle Power, so it is recommended that enough officers are provided for.

[89.3] A commander must keep track of all relevant statistics of his units.

Once Battle Power has been determined, keep track of your force. You’ll need to know the following things: Commander stats, Officers (number, and avg. Mil Sci Rank), Number of troops (and number of troops with Assassin and/or Ranger), force average TMR, average Equipment for the force, Advisors, and all applicable FORCE MULTIPLIERS. Especially important are your UNIT QUALITY, FORCE MULTIPLIER, avg. TMR, and BATTLE POWER totals.

90. SUPPLIES AND OTHER CONSIDERATIONS

[90.1] A force’s troops must be armed and armored.

Officers and other specialists are automatically armed in an appropriate manner. However, regular troops must have equipment bought for them.

[90.2] A commander must keep his units well stocked with supplies to avoid penalties incurred from extensive supply trains.

A force requires supplies to remain active. These come from the SUPPLY CENTER, the results of which are shown below under BATTLE POWER MODIFIERS (see Rule 93.2). However, supplies can be had by razing a populated territory (though villages and small hamlets are not large enough to be considered). The supplies raised in this manner will provide 10 weeks’ worth of supplies, and counts the army itself as the SUPPLY CENTER for that length of time. An area, once razed, provides no one with supplies any more, and therefore, if conquered, cannot be counted as the SUPPLY CENTER for the conquering force. Razing is not an option during the winter, as no center of population will have food stores; however, a city razed in the winter is almost guaranteed to starve, which may provide another food source altogether, even if they ARE skinny.

All armies will require supplies. Even the undead may require weapons or ritual accoutrements.

[90.3] A commander must pay his troops on a weekly basis.

A force requires that its troops be fed, clothed, and paid. The cost for this is [(number of troops) * (avg. TROOP QUALITY) * 10] in silver pennies per WEEK! Officers must be paid as well, at three times the rate of an equivalent soldier. Assassins (not soldiers trained as assassins), Rangers, and Spies will require five times the pay of equivalent troops. Astrologers require thirty times the pay, Merchants require ten times the pay, and Healers work for free (unless a Healer of import, i.e. especially powerful). 50% of all unpaid troops will automatically desert, unless there are mitigating circumstances (such as a Crusade, who will fight for the glory of their god(s); or perhaps an army of Undead, which could care less about pay, unless they’re Greater Undead, in which case, payment may take on a somewhat unsavory aspect…). The Supply bonus for razing an area also exempts the Commander from paying the force for 5 weeks time (see [94.2] for a discussion of RAZING).

Lesser Undead troops need not be paid.

[90.4] A force may increase their Force Multiplier bonus by paying their soldiers more than is required.

If the commander pays his force’s soldiers (including specialists) an extra 25% (or greater) over their normal salary, the commander may apply a bonus of +.15 to his FORCE MULTIPLIER (see [89.2]). This extra salary must be paid in hard currency even if the unit is subsisting off of a razed territory. This bonus only lasts for a single week, until the next payday, and can continue indefinitely so long as the commander pays the extra amount. If a commander consistently pays this, week after week, regardless of actions taken, the bonus will be +.2

This is not an option for Lesser Undead.

91. FORCE MOVEMENT

[91.1] A force is limited in the distance it may travel in a day.

A force can move a number of miles each day, dependent on the average troop TMR and the type of terrain traversed. EASY terrain is a straight, level road in excellent repair. This type of terrain is rare, but valuable to any force wishing to travel quickly. LIGHT terrain is defined as being a good road, in a well-kept condition (at least by mediaeval standards). MEDIUM travel is an average road, or through wilderness with a competent guide. This is the terrain type most often encountered. HARD travel is travel through wilderness without a guide, or travel in bad weather. VERY HARD travel is any travel during horrible weather conditions (such as a blizzard or hurricane) or through horrible terrain (such as a sloping rock field). TERRIBLE travel is when you travel across horrible terrain in horrible weather (sloping rock field in the middle of a blizzard).

	PRIVATE
Terrain type
	Miles traveled per day per point of TMR
	Fatigue suffered

	
	
	

	EASY
	5
	none

	LIGHT
	4
	M

	MEDIUM
	3
	M

	HARD
	2
	S

	VERY HARD
	1
	S

	TERRIBLE
	.4
	S


The number of miles traveled in a day can altered in 20% increments: for each 20% modification taken, the fatigue suffered changes:

	PRIVATE
Normal fatigue
	-40%
	-20%
	+20%
	+40%

	
	
	
	
	

	None
	none
	none
	M
	S

	M
	none
	none
	S
	S*

	S
	none
	M
	S*
	S**


Each asterix (*) denotes a desertion test is required by the commander, to determine possible troop loss. The commander must roll under [(WP * 2) + (Mil Sci RANK * 3)] or suffer a 15% troop loss due to desertion. Specialists will not desert from fatigue.

[91.2] The effects of fatigue are cumulative.

This means that a moderately fatigued force that suffers an additional moderate fatigue is then considered seriously fatigued. Should a force suffer more than serious fatigue, each ‘step’ past serious requires a desertion test (see [91.1]):

	PRIVATE
Current Fatigue
	Fatigue Suffered --
	

	
	(M)
	(S)

	
	Final Adjusted Fatigue --
	

	none
	M
	S

	M
	S
	S*

	S
	S*
	S**


example: A moderately fatigued force suffers an additional serious fatigue as a result of battle. This makes their final fatigue S*, denoting serious fatigue and requiring a desertion test (see [90.1], above).

[91.3] Force movement is governed by rules similar to character movement in normal melee combat.

The forces move upon a hex map in the same manner as in normal melee combat; however, all units are considered unengaged -- Initiative is determined as normal, but for each side use (Force Commander’s PC + Mil Sci + D). Each force has a melee zone, just as a normal figure; however, this "Battle Melee Zone" will only prevent opposing forces from moving once they enter it -- they may leave without restriction the following turn, but are still considered "engaged" until they leave; therefore, their actions and movements are resolved first. Forces also have a rear zone, just like every figure. The scale for the Battle Map is 1 hex = 3 miles, so avg. Troop TMR = BATTLE TMR (BTMR) on medium ground; also, the scale of time is increased -- a "round" of BATTLE is 12 hours. Also, several friendly units may occupy the same hex, in which case, if attacking or attacked, must have their BATTLE POWERS recalculated to reflect the new, single, macro-unit (only bother to calculate this in case of battle; otherwise, it serves no purpose). The following are possible actions for a force to take:

MOVE

The force may move up to their full allotted travel distance (or further, with appropriate fatigue loss), and may not engage the enemy unless they have moved less than or equal to half their BTMR. Note that it is impossible to enter the hex of an opposing force, although perfectly legal to enter the hex of a friendly unit. Fatigue from movement is calculated before any attacks commence.

ATTACK

This option is only available if the force moved up to half their TMR, and no more. Only adjacent forces may be attacked.

REST

If a force does not move, they are considered to be resting. Each turn spent resting has bonuses listed on the BATTLE POWER MODIFIERS Chart (below). In addition, each day spent resting reduces the fatigue level of the force by one step (S to M, M to none, S** to M, etc.).

92. AWARENESS AND ESPIONAGE

[92.1] A force may discern the content of another force in the area in general terms.

A force is aware of the simple presence of any other forces in a 36-mile radius. This range is reduced to 9 miles in the case of blocked line-of-sight, such as a heavy forest, mountains, etc. A force will know the dominant troop types of another force if the force is within a 18 mile radius (dominant troop types are those troops that comprise at least 30% of the force’s Unit Quality; there may be more than one); this is reduced to 6 miles in the case of blocked line-of-sight. However, more intimate knowledge requires the services of a spy.

[92.2] An operative may perform acts of espionage in order to ascertain specific intimate knowledge of an enemy force.

An operative may attempt to spy on any force that he is aware of. The operative must travel to the site of the force to be spied upon; therefore the travel time must be calculated (make sure to account for the time to travel back to base in order to report). Each act of espionage, listed below, takes a single day to perform.

Determine the force’s total Unit Quality

Determine the presence and skill of a force’s Advisors

Determine relevant, specific characteristics of the force’s Commander

Determine the cost of maintaining the force

Determine the location of other forces nearby allied with this force (36-mi. radius)

Determine the number of troops

Gain a bonus of (+ Rank) to allied Perceive Tactics roll (see [92.3])

These acts of espionage are not automatic; they require a memory test, with all rules relevant to that test applying here (see [61.6] for details). Note that this means that thieves, assassins, and spies are the only ones eligible to be an operative. A good guideline for determining the level of misinformation is to apply a ±5% to the information remembered for every point the roll is missed by, becoming complete misinformation at 100. The option to increase the Perceive Tactics roll can be applied only once, from the highest Rank operative used.

The rolls for the use of this skill must be made only as the operative is reporting, and is to be made by the GM in secret. Therefore, the commander can never be sure of the veracity of a spy’s claims.

[92.3] An operative may perform acts of sabotage.

Sabotage is the act of attacking the enemy force without confrontation. To perform an act of sabotage, an operative needs to be skilled as a spy; also, acts of sabotage can only be performed on a force when it is stationary (note that while this does not prevent a spy from trailing a force until it stops, it does prevent a moving force from being harassed by a saboteur). The purpose of sabotage is to undermine defenses -- for purposes of this mass combat system, sabotage halves the COMBAT RATING bonuses that a force acquires from Defensive Precautions (see [92.2]), or can be used against a castle or other fortification, in which case it reduces the force’s COMBAT RATING by 15 for one month (and, if using the Siege rules, decreases morale rolls for a month by 10). The chance of a saboteur being successful is ([PC] + [Spy Rank * 5]). Failure indicates that the operative has been captured (and probably killed unless there are mitigating circumstances).

93. BATTLE AND COMBAT

Combat occurs on the Battle Map when opposing forces are in adjacent hexes, and either commander chooses to attack on their action. The instigating force is henceforth referred to as the ATTACKER, and the other force will be the 

DEFENDER.

[93.1] Before combat begins, each commander must determine their force’s initial Combat Rating.

Combat Rating is calculated using the force’s Battle Power; in any confrontation, the force with the greatest Battle Power will automatically have a COMBAT RATING of 400. The force with the lesser Battle Power has its COMBAT RATING expressed as a fractional value of 400. Only round off if you feel like it.

Force with greater Battle Power (Force A):

COMBAT RATING = 400

Force with lesser Battle Power (Force B):

COMBAT RATING = [(Force B Battle Power)  (Force A Battle Power)] * 400

example: A force, commanded by Jothus the Wise, has a Battle Power of 1324. It is attacked by the Orc horde commanded by the Warmaster Khago, whose force has a Battle Power of 1861. Since Khago’s army has the greater Battle Power, his Combat Rating is 400. Jothus, who has a lower Battle Power than Warmaster Khago, must determine his Combat Rating: since Jothus’ Battle Power is 1324, and Khago’s Battle Power is 1861, Jothus determines his Combat Rating to be 285 [(1324/1861) * 400  284.578].

[

93.2] There are several temporary modifications that a force may receive to its Combat Rating, dependent on terrain, fatigue, and other mutable aspects of combat.

This table lists all the modifiers for an individual battle, which might effect only that one battle but no others. It includes terrain, courage, spies, the ratio of force sizes, and fatigue. Use all modifiers applicable

	PRIVATE
COURAGE:
	
	
	

	
	Defending Homeland
	+20
	

	
	Attacking Racial Enemy
	+15
	

	
	Fighting Undead/Devils
	-15
	(at least 15% of the Force’s number of troops must be undead or devils)

	
	Lost to Opponent in last year
	-10
	

	
	Defeated Opponent in last year
	+10
	

	
	
	
	

	TERRAIN:
	
	
	

	
	Heavy Woods
	-15
	(does not apply to faeries, elves, Rangers, etc.)

	
	Rough
	-20
	(does not apply to giants, dwarves, gargoyles, orcs, Rangers, etc.)

	
	Underground
	-20
	(does not apply to subterranean races or Cavern Rangers)

	
	Daylight
	-10
	(only applies to goblins, lesser undead, etc.)

	
	Nighttime
	-15
	(only for troops without night vision)

	
	First to battlefield
	+15
	(applies to force with highest BTMR, or defender if defender rested last pulse)

	
	Occupying highest ground
	+20
	(not cumulative with a CASTLE bonus, below)

	
	Attacking from Rear
	+35
	

	
	Very Detrimental Environment
	-50
	(greater undead in daylight, armored troops in a desert, devils on consecrated ground, etc.)

	
	
	
	

	DEFENSIVE PRECAUTIONS:
	
	
	

	
	Mechanician
	+ (max Rank * 2)
	(need 2 weeks preparation time)

	
	Military Scientist
	+ (max Rank)
	(need two days of rest)

	
	
	
	

	CASTLE DEFENSES:
	
	
	

	
	Wooden construction
	+40
	

	
	Stone construction
	+55
	

	
	Dwarven-made
	+15
	(also applicable if built by a Rank 10 Mechanician/Engineer)

	
	
	
	

	FATIGUE:
	
	
	(account for Force movement prior to attack)

	
	Moderate
	-10
	

	
	Severe
	-35
	

	
	
	
	

	SUPPLIES:
	
	
	

	
	Distance to supply center--
	
	

	
	0-5 miles
	+20
	

	
	5.01 – 10 miles
	+0
	

	
	10.01 – 20 miles
	-5
	

	
	20.01 – 50 miles
	-15
	

	
	50.01 – 100 miles
	-25
	

	
	(each additional 20 miles)
	-4
	

	
	
	
	

	IMMUNITIES:
	
	
	

	
	5% of force immune to enemy attacks
	+30
	

	
	(each additional 5%)
	+15
	


[93.3] Having determined each side’s Combat Rating, combatants must choose what tactics to employ.

To begin with, this system uses an abstract system of resolving combat, because if it was going to be representational, you’d be playing Warhammer and not DragonQuest. The ATTACKER chooses an Attack Tactic and the DEFENDER chooses a Defense Tactic (revealed simultaneously). The tactical form implemented is assumed to be readily apparent to each sides’ opposition. Each form has relative bonuses and penalties when under certain forms of Attack/Defense. A successful PERCEIVE TACTICS roll, (PC + [9 * Rank]), is to be made by both commanders before the battle. If a commander manages to achieve a success, AND either beats his opponent’s roll by at least 30 or achieves a critical success (by rolling under 5% of the needed roll or an ‘01’), his unit can modify their chosen tactic by ONE DEGREE. 

Also, if one commander fails and the other succeeds, then the successful commander may modify his tactic by ONE DEGREE. If a commander rolls a critical success (by rolling under 5% of his needed roll, or an ‘01’, whichever is greater) and the opponent fails, then the critically successful commander may modify his tactic by TWO DEGREES. See the chart at [93.5] for a graphic depiction of these ‘degrees’.

example: A force that previously chose the ‘Attack’ option may, upon achieving a success while his opponent fails on their tactics roll, switches ONE DEGREE, to ‘Total Commitment’ or ‘Outflank’, each one degree removed from the ‘Attack’ option. If the defender had made the roll and the attacker failed, and had previously chosen ‘Lure’, they may instead employ the ‘Harass’ or ‘Hold’ options, but not ‘Withdraw’, which is two degrees removed.

example: Two armies are about to clash. The Attacker, Army A, chooses the ‘Outflank’ attack. The Defender, Army B, chooses the ‘Hold’ maneuver. Commander A has a PC of 14, and is a Rank 7 Military Scientist; he therefore has a 77% chance to Perceive Tactics. Commander B has a PC of 24 (an elf), and is a Rank 6 Military Scientist; he has a 78% chance to Perceive Tactics. They both roll; Commander A rolls a 65, and Commander B rolls a 14. Commander A has succeeded by 12, and Commander B has succeeded by 51. Commander B, having both succeeded in making a Perceive Tactics roll, and succeeding by 30 more than Commander A (in fact, B has succeeded by (51-12=39) 39 points), can now modify his chosen maneuver by one degree. He chooses to switch to a ‘Lure’ maneuver, avoiding a messy situation. Had Commander A won, he could have chosen to ‘Attack’ or ‘Surround’, probably choosing ‘Surround’.

[93.4] The following is a short description of each Attack and Defense form, listed by degrees.

ATTACK FORMS

TOTAL COMMITMENT

The attacker engages with all his troops, leaving little behind for force restructuring during the battle. The attacker attempts to drown the opponent in steel and blood. This tactic will cause increased casualties on both sides almost all the time.

ATTACK

A standard attack. About 40% of the force is held in reserve for restructuring and maneuvering during the battle. Commanders either unsure or very sure of the outcome of a battle employ this strategy.

OUTFLANK

The attacker attempts a multi-pronged attack at the defender’s assumed weak points. This attack takes time to instigate, and is therefore inappropriate for retreating foes.

SURROUND

While the Outflank maneuver attempts to poke and prod the defender to look for weaknesses, the surround form is lacking in subtlety. This form is best suited against foes who must hold their position. Also note that sometimes, surrounding a foe is not an option, due perhaps to terrain or another force close by. In any case, it is important to remember that a single hex is not filled by a unit, and therefore may be surrounded even if all surrounding hexes are occupied by impassable terrain.

GUERRILLA

This tactic is light on the engagement and heavy on avoiding large casualties. It is used to harass, as well as to size up a foe without committing a large number of forces.

DEFENSE FORMS

WITHDRAW

This defense form is sometimes referred to as a "tactical advance in the opposite direction". The defender gives up his position, but gains a +4 BTMR in addition to the MOVEMENT result of the Combat (see the BATTLE RESULTS TABLE, below). A force must move following combat if this option is chosen, although the force need not move its full allowance. This is not a complete fleeing action -- it merely stresses the importance of mobility in defense. It is generally costly in terms of lives. Should a commander wish to perform an out-and-out shameful fleeing, their force counts as withdrawing, but in addition suffers a –30 penalty to their Combat Rating, as well as gains a +6 BTMR (rather than +4).

HARASSMENT FLIGHT

The defender gives up his position, but puts up a strong defense, attacking while on the move. The defender gains a +1 BTMR in addition to his MOVEMENT Result. The defender must move after the battle, although they need not move their full allowance.

LURE

The defender makes as if to withdraw or execute a flight, drawing in the attacker, when the force closes in on the attacker. This is remarkably effective against the Total Commitment form.

HOLD

The defender refuses to move unless forced to, and digs in. Effective against the standard attack form.

[93.5] The attack and defense tactics chosen will have a large impact on the final result of the battle.

Once attacker and defender have chosen their respective forms, consult the following chart for the effects they have on the battle. The modifier before to slash effects the attacker, the number afterward effects the defender. The modifiers are listed as either a #, a C ± #, or a --. A number is the multiplier to be applied to the force’s COMBAT RATING, to be applied after all modifiers have been added (see [92.2]). A "C ± #" denotes an increase or decrease in the percent casualties suffered by the force (to be added or subtracted from the Casualties Result of the Battle Results Table), and a "--" means no adjustment.

	PRIVATE
Defender:
	Withdraw
	Harass
	Lure
	Hold

	Attacker:
	
	
	
	

	Total Commitment
	1.3 / C+20
	1.1 / C-10
	C+20 / 1.2
	C+15 / C+15

	Attack
	1.1 / C+10
	-- / --
	C+10 / --
	C+10 / C-10

	Outflank
	-- / C+10
	-- / 1.1
	-- / --
	.9 / C+10

	Surround
	-- / C-10
	.9 / C-10
	1.1 / --
	1.1 / C+5

	Guerrilla
	C-40 / C-20
	C-30 / C-20
	.8 / C-15
	C-30 / C-30


example: Force A, the attacker, has a final adjusted Combat Rating of 415. Force A chooses to Totally Commit to attacking his opponent. Force B, the defenders, has a final adjusted Combat Rating of 364, and chooses to Lure his opponent. Force A will suffer an additional 20% in casualties (so if the combat result listed 40% casualties, he would instead suffer 60% [40% + 20%] casualties), and Force B’s final Combat Rating is 437 (364 * 1.2 = 436.8, which rounds to 437). Force A, which was at an advantage, now finds itself making a poor tactical decision that could compromise the battle.

[93.6] A roll of the dice determines the final outcome of a battle.

To determine the outcome of the battle, each commander rolls D100 and adds their COMBAT RATING. The force with the higher total is the Winner, and the lower total is the Loser. The listings under Casualties and Fatigue are in the form of [Winner : Loser]. To determine the specific results, consult the following table:

	PRIVATE
DIFFERENCE
	CASUALTIES
	FATIGUE
	MOVEMENT

	0-10
	15 : 15
	M : M
	1/6

	11-20
	10 : 10
	N : N
	1/6

	21-30
	5 : 10
	N : N
	1/5

	31-40
	5 : 10
	N : M
	1/5

	41-50
	10 : 15
	M : M
	¼

	51-60
	5 : 15
	N : N
	¼

	61-70
	5 : 20
	N : M
	1/3

	71-80
	10 : 25
	N : M
	1/3

	81-90
	15 : 30
	M : M
	2/5

	91-100
	10 : 30
	N : M
	2/5

	101-110
	5 : 30
	N : M
	½

	111-120
	10 : 35
	N : M
	½

	121-130
	15 : 40
	N : M
	½

	131-140
	10 : 45
	N : M
	3/5

	141-150
	15 : 50
	M : M
	3/5

	151-160
	10 : 55
	N : S
	2/3

	161-170
	15 : 60
	M : S
	2/3

	171-180
	10 : 70
	N : S
	¾

	181-190
	15 : 80
	N : S
	¾

	191-200
	10 : 90
	N : S
	1

	201+
	5 : 100
	N : --
	--


DIFFERENCE : the difference between the Winner’s total and the Loser’s total

CASUALTIES: the percentage of the force lost. The Attack/Defense Form modifies this. The commander, who will presumably kill off his bad troops rather than his elite troops, assigns casualties. This is fine, and is encouraged (it is quasi-realistic, as bad troops will almost certainly die before the crack elite troops do). The absolute minimum amount of casualties from a battle, even after adjusting for tactics, is 5%.

FATIGUE: this is the fatigue that the force receives. If the force is already fatigued, apply the result as in Force Movement (see rule [90.2]).

MOVEMENT: this is the fraction of days worth of travel that the loser travels as they are defeated. On a successful Perceive Tactics roll, the losing commander can determine how far to travel; on a failed Perceive Tactics roll, the losing force will move the maximum possible distance. This counts as a free move for the Loser, who must leave the attacker’s melee zone if it is applied: it need not be taken (see [92.7], below), unless in the case of a defending force that is ‘Withdrawing’ or conducting a ‘Harassment Flight’ (which means the defenders must move at least a single hex). This move causes no additional fatigue loss.

[93.7] A defending commander may refuse to quit the field of battle following the computation of results, assuming that the defender did not choose the tactics options ‘Withdraw’ or ‘Harassment Flight’.

When the Loser refuses to move (as per the Movement result) or there is no where to move to, another battle will result. This means that another round of combat can be fought, at the defender’s discretion, with the defender as the attacker, and vice-versa. If the defender does not wish to retaliate, combat for this day is over. Note that retaliation will advance the clock by 12 hours -- if the previous battle was fought in the day (as the default, all battles are assumed to be fought by day unless noted otherwise) the retaliatory attack occurs by night. The Loser of this battle can accept the Movement result (unless movement is impossible) or retaliate again. This exchange continues until either one side is destroyed, a force moves away, or both commanders agree to stop fighting, as they are too fatigued to continue.

94. THE AFTERMATH OF WAR

[94.1] The presence of Healers may reduce the number of casualties a side has suffered.

The Casualties column above lists the percentage of the force lost. This amount can be reduced by the presence of competent healers. The casualties are calculated, and then of these, a certain number are recovered, up to half the original number of casualties. The recovery rate is a percentage: [25 + (Number of Healers Rank 3 or higher) + (max. Healer Rank)]%. The maximum percentage of recoverable troops is 75%. Healers can only be employed if the force moves no more than 6 miles following the battle.

example: A force with 1000 troops suffers 25% casualties, meaning that 250 troops are lost. However, the force has 14 healers ranked 3+, with a single Rank 8 healer. The force recovers [25 + (14 + 8)= 47] 47% of their casualties, or 47% of 250, which is 117 troops.

[94.2] At the GM’s discretion, a victorious army may claim some equipment of the enemy to be spoils of war.

A commander that is victorious in battle may loot the bodies of the dead for equipment. This will take a full day to perform, where the unit may not move. Any items carried by the dead (those casualties not recovered), including arms, armor, shields, etc. may be taken. Half of all horses and mounts are assumed to die with their riders.

95. CHARACTERS IN COMBAT

[95.1] Characters partaking in a mass combat may be maimed, injured, or killed.

A character involved with a Battle is seriously wounded if they roll under 1/2 the Casualty Rate for their side (Winners and Losers must both roll, rounding down). To determine the type of injury, roll in the Grievous Injury Table for effects, following all instructions including those indicating instant death. This means that characters will not usually die in mass combat; however, they may be mutilated and maimed with alarming regularity. Non-combatant characters (such as Healers not involved in a battle) are, of course, excluded from this, and need not roll for possible injuries. Characters that are casualties for the losing side have a 50% chance of being captured.

Characters may be required to fight on the tactical display at the GM’s discretion, such as when the evil enemy commander rides his flying mount towards the commanding PC in order to fight single combat. These sorts of episodes are entirely up to the GM to devise, and the results of these combats should be significant for all involved (perhaps the winner gets a +15 to their Combat Rating, or some other special event determined by the outcome); the final consequence is entirely binding. Some other ideas include: rescuing a fallen commander, raising the Battle Standard after its bearer has fallen, protecting a specific NPC, etc. As these incidences afford the opportunity for great heroics, GMs are encouraged to use them to add flair to otherwise impersonal mass combats.

[95.2] Characters involved in mass combat receive a bonus to Experience Points earned for that session of play.

Every session, any character involved in mass combat (regardless of the number of battles), either as commander or soldier, receives experience equal to 10% of a day’s worth of adventuring in addition to any other experience awarded for the day’s adventuring. This amount may be increased to reflect an extensive campaign that takes place in a single session.

