The Wolf Who Would Eat The L

~ alternative Version ~
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A stand alone expansion; based on the Dungeon World Game.

The Models and their Statistics:
Movement: as detailed in the table below.

Attacks: the majority of infantry will have an attack value of 1. This means the model will get to throw 1
die when in combat. Galry usually have between 1 to 3 attackepending on type and training few
types may even have more.

Shooting: similar o attacks, but applied tnoopsbearing ranged weaparswill be shown in thdigure
stat lists as two numbers separated by a dash. Ehadimber shows how maudjce arethrown when
shooting, and the secondmber is the range in inchése weapon mareach.

Armour: this is simply the number an enemy needs to equal or exceed (using a D6) to inflict damage
a figure Armour represents the model's ability to withstand adversity.

Wounds: mostmodels have 1 woun@unsand General§or example)arehigher. Whera damage @i
infictsa wound on a model , t hat mo d e | 0 spedtosrefleceitthasv e d f r
been hit; in which case, place a marker beside the miniature for each wound received.

Scale:l simply employ a 1 to 1 saalor 1 to 20 for full scale games.

| find a ground scale df inch 20 yardsvorks well for me Thus, the aeragebow/crossbow can shoot
160 yardsamusketcan shoot 20§ards, and light cannon 720 yardiéortars candunch their
ammunition 520 yardsSee shot deviatioinder Mortar stats.



Battle:

A move is divided into 4 phases.

Battles are played out in a series of phases. Once the sideohgveted all four phaseghis
completesa move. We then proceed to the second move and so on, repeatitepthas we go.

The phases and their order of play in the game are:

1 Initiative Phase
2 Attackero6s Actio
3 Defenderés Actio
4 Combat Phase

Initiative and Combatare italicised to show these are joint phases which both sides participate in.

The Game Set Up & Initiative Phase:

Players each throw a die (D6) and the highest scorer chooses whether to be the attacker or
defender for set up purposes. The winner choebésh side of the table he will fight fromand

the loser takes the opposite edge. Wrneror attackermust then set his army up on the same
side of the table he has been allocated to attack fromo$amr defendeisets his army up
afterthe attackr has deployed, and on the edge opposite his oppdifntthe initial set up

move, check who wins initiative (and thus gets to go first) each succeeding move of the game.

Attackerds Action Phase
During the at t aachokhis haedelsangaperfarnmargetiora s e |,

Move:
or
Shoot
Movement
Type Distance (inches)
Musketeers / Pikemen / Peasants / DragaonSoot/ Sword / Axe 4

/ Mace/ Halberd /Spear Bow / Crossbhow

Royalist & Parliamentaria(tavalier & roundheadtavalry 7
Cuirassiel(Heavy Cavalry) Mounted DragoonéScottish Cavalry 6
Carts / WagonsHorsedrawn Artillery. 3

Manhandled Artillery 1



Walls & Hedges: Obstacles can't be easily crossed. If crossing a low wall or hetdgat the near edge
of the obstacle, cross next move and continue up to half movement Paoiitlesy and Wagons cannot
cross walls and hedges.

Streams & Fords: A figure wading through a ford or shallow streastopsat the near edge of the water
whenit reaches t he wat e rvélsutnuststa pn the faebafok the rensaders ne x t
of that moveManhandled Atrtillery cannot cross a stream or a ford.

Hills, Woods & Forest: Uphill movement and movement through woods and light forestaarducted
at half speedArtillery may only enter the edge of a foréstuseit as cover.

Wet/Boggy Ground: Horsedrawn/manhandledrtillery and Wagonsnay not move over wet or boggy
ground

Buildings: To enter a building stopwhen the figureeacheslte building edge; then allow it to enter
next turn.Leaving a building slows a figute half movement points for that turn.

Usually, an entire formation can enter a building. Any outlying land depicted on the model's base is
counted as part of tHauilding for defensive purposeA building provides a +2 Armour modifier against
enemy ranged and close combat attacks.

Place your defending unit along the building quarters as evenly as possible; surplice figures can go along
which ever quarter the defender wishegherever they are needed.

Shooting:

Instead of moving, a figurewith rangedattack ability may shoot. Chle¢he miniatures stats
from the list to see if the figuteas ranged attack and what its ability is.

Example = 10

The first number tells you how many digou roll to hit with your shoot attack. The second
numker tells you how far (inniches) the figure can shoot. Each figomay only shoot at a single
target (unless usinguns or mortals Before you can shoot at an enemy, you must check two
things: range and line of sight. You may check both of these before deciding to shoot at an
eneny.

Range~ to check rage, count the number of inches between the shooting fagatréhe target.

If this number is greater than the one listed on the ranged aftgokir shooting figure, you
camot shoot athattarget.Firing at long range means therggets of such attacks receive a +2 to
their Armour. Long range is classed as over half the firing figures total range.

Line Of Sight ~ if the target is in range, you must now chedké target is in the shooting
figur eds Une aof sightasfdetesmingdbly drawing an imaginary straight lire to
target from the shooting figure

If the target is visible, you must now check to see if any impassable terrain blocks the actual line
of sight. Draw an imaginary line froanypart of the base the shooting figuieaiming from,

and trae your shot to the target baskthat line passes through any iagsable terrain or

another figurdfriend or foe), the line of sidhs blocked and the enemy figugenot an eligible

target.

However the golden rule is: if players are ever in doubt, the game heshédinal word. An
enemyfigure s ei ther (a) not able to be seené i.e.
visible but in cover and entitled to a Atmourbonus(remember#+2 if the cover is a building).



Trees ~Line of sight forindividual trees can be determined using the rules above. Hawever
groups of trees (within 2 inche$ one another) may constitute a Woodart of a Forest. Trees
count as impassable terrain, anth@del maynever end its move in a space containing a tree.
Figureswho areadjacentto a teeor anywheralesignated as \Wadl/Forest count as being "in
cover' from enemy shooters,chare eligible for the +1 Armour modifier.

Elevated Terrain ~ Muskets gain a range bonus of 1 inch when shooting at enemies at a lower
height level.
&l

Def ender 6s Muce theoatickePHasfisighed haction phase, the defender moves
on to hisown Action Fhase. The rules for the defendé s a c t aredhe sapéd as forethe
attacker

Combat Phase:

During the corbat phase, all melees on the boarre resolved. The attacking player for the
move decides which order the combats are resolved in. A combat is defined as a single group of
engaged figures thate all part of the sammaelee

A combatis created by drawing amaginary line between eachfigre ki | | zone, goi
and forward between &nd and foe until the line caat be continued further. Thisustform a
singlecontiguoudink, and all thadice for that combat are thrown as one lkill zone is the

area adjacent to a figure's basetal al the attacks for all the figuresljacent to each other, and

then allecate any damage inflicted, up or down the line of enemy figures.

O o LR s N, _, e
The Shooting & Combat Roll ~ each player totals up the number of attacks on sheioting or
combat engaged figurethen rolls thamany dice. Each roll & scores a hit.

The Damage Roll~ for each hit you score; roll an Attacledi

Assigning Damage-~ after throwing for all hits the attackeassigns all his Attack dice on

enemy figureslf the attack is close combat, & pl ayer taking the Defend
follows suit,makes his Combat and Damage Ralsd then assigns his own Attack dice on the
enemyAFTER any losses sustaineddun g t he At t acker Otlseddendabisat Pha
forced to retredfirst).



You may only assign attacks on enemy figuhed are adjacent to any fridgdigures within

close combafthough damage cdre assigned tanyfigure anywhereactually within the attack

link and which is adjacentto atleasn e of t he o)pgndonlgorehengfigfreasgur e s
whose Armouis loweror equal to the assigned Attadice. In agherworde f or each
successful Attack diassigned to an enenfiye.ade e qu a | or hi gAmau), t han t
that enemy figure loses 1 wound. Figureduced to @vounds are removed from the board

Any Attackdie that canot be assigned to anemy figureis ignaed. The attacker assigns
Attackdicetothedefendernd t he defender assigns .Attack di

After the first combat is resolved, the attacker chooses the next cAfmdre exists). At which
stage, fineitherside has wothe gamea new move begins.

Elevated Terrain ~ fighting on elevated terrain also provides an advantage during combat. Each
model on &vated terrain receives an additional Attack die ieakmyfigures in its kill zone
are on a loweterran level than self.

Leaders in Combat

Leaders cannot be targeted by enemy shooters or during close combat. Instead, when a formation
takes casualties due to ranged combat (or in Metee Leader is actively fighting), in addition

to normal combat resation: roll 2D6 (for each Leader present with the formation). Add +1 to

the roll for every Son leadeffigures in play within the formation the Leader is attached to. If

the result yield 5or lessthe leader is killed in addition to normal strip losgesatural roll of

"2" (if in melee) means the Leader has been captured, and no modifiers can change this result.
Other that this, a Leader may not be fired upon or privately engaged inuntdegheis alone
wandering between formationé Leader caught alone may not take part in melee, and becomes

an automatic casualty or prisorfele n e my 6 s ¢ h o i ceadger caufht abomegvahne d . A
enemy firing rangean be fired upon.

Special Abilities:
Leader Present If a Leader is involved in dase combat this phase; all others involved in the

same close combatchget an additional Combat RollediLeader Presentis not cumuktive
with other friendly figures possessing the same ability

Pike: A friendly figure ineither of the two ranks iftont of the Pikemargonly ong gets an
additional Combat Rolilice.Note ~ a Pikemartaking part in combat in this way é¢sassed as
part of the close comband mayhave attackassigned to it as a legitimate target.

Dragoon: This figuremay shoot befi@ or after it moves (not in the middl€ljhis in effect
means the figurgets to move and shodipthin the same move.

Cannon: Shoot at a target as normal, but if the target is hit, check for hits on each adjacent
figure directlybehindthe initial target. Up to 2 additional targets may be hit in this way.

Mortar:_ ... asCannon except additional figures hit are ljures adjacent to the initial target.

Sniper: A sniper hits a target on the die roll of 5 or 6. Snipers can onlypeté¢al like Leaders.



Morale:
Check Morale of a Formation (all figures within the same wviiign:

The unit takes at least 1 figure loss to shooting in a single phase.
The unit takes at least 2 figure losses in close combat in a single phase.
The unitloses a Leader during the phase.

All morale results take effechmediately

Check Morale by throwingdicetypeequal to thdull starting numbebf figures within the unit
and totdling the result (see Unit Size & Moraldj.the total ismore than the remaining
number of figures within the unit, the unit must immediately make a full movement away
from the enemy threatening them. Guns forced to retreat are instead destroyeddd 42, 3
or captured (5 or 6). Captured Guns may not be dsgdgthis battle; but may be used in
succeeding games.

If the unit has a Leder present, the unit may lessendietotalby -1 (cumulative for each
friendly Leader present).

If engaged in dse combat at the moment of the failed morale check, the enemy may get to
make a Free Attack of Opportunity on the retreating figuseepursuitbelow.

Free Attacks~ The figuremaking the free attack gets to make a combat roll and damage roll, as
it would in normal combailhe model can only assign Attadlce to the enemy they are making
the free attack againsthis form of attack is called attack of opportunityThe retreating

figures do not get to fight back.

Pursuit:

Infantry will advancdollow up(a full move) on the rear of enemy infantry on the die roll of 5 or
6. The pursuing infantry will make a free attack of opportunity. Determine the results of this
combat before any figures are actually moved.

Cavalry will always follow up on theeels of a retreating enemy (infantry or otherwise).
Infantry never follow up against retreating enemy Ho®erassier and Scottish Cavalry follow
up as far as their movement allows the initial pursuit move onlysunsand Dragoonsever
pursue an eneyn

Stopping a Pursuit

Infantry automatically stop pursuing a retreating enemy after the initial move. In fact, at the end
of their pursuit move, place all pursuing figures 1 inch behind the retreating enemy to show they
are no longer in contact.

Cavalry wil continue pursuing a retreatirememykeep figures engged on the rear of those
fleeinguntil its destruction (unless attacked by a fresh enemy). After the initial pursuit free
attack of opportunity, figures being pursued must continue to retreat if enemy are still engaging
them, and will continue to make full retreat movements during thetioA Phase.

However, pursuing cavalry no longer make a free attack of opportunity against the fleeing
enemy; instead they will inflict an automatic hit and kill (remove 1 figure) on an enemy of their
choiceexcept a leademwho must be rolled farsing he normal methad

New Model Army Cavalry can stop a pursuit any move if they can make a die roll of 5, or 6
exept on the initial move of jpursuit- which they must make.



Rallying:
A retreating unit may attempt to rally itself(d) it is nolonger beingoursued, and {t is out of
movement range of enemy cavalry and in no danger from infantry ranged attacks.

Similar to the Morale roll, throw dicequal to the originastarting numbenf figures within the
unit and total the resulif the dice scorare less or equal to the number of current figures
present, the unit can rally.

The Leader present modifies the dice-bynot cumulative).
R L W e\ el

A Note on Casualties:

It may look at first glance as though casualties seem very high for battles of this period.

However, | would like to point out that figure attrition in this rules system should not always be
considered the result of fatality. Rather, their removal from the game reflects a whole host of

conditions leading to their departure from the field: losstable morale, the feeling that
anywhere rather thameremight be better for their health, a combination of non fatal wounds

and general fatigue; confusion and battle panic... all these factors may lead soldiers to wander
away from the fight. | think itvould be reasonable to assume that at the end of any given battle;

at least 80% of those removed for the game could be called upon to fight another day.

s



Armour Bonus Bringing the Number NeededTo Above 6
Whenthe numbegou need to attain is highéhan a 6; simply use the following formula.

Number needed is 7roll a six followed by &, 4, 5or 6
Number needed is an 8roll a six followed by &, 5 or 6.
Number needed is a 9roll a six followed by & or6.
Number needed is a 10roll a six followed by a 6.



The Troops:
Musketeer
Movement 4
Weapon Attacks 1 ¢10)
Armour 4
Wounds 1

Pikeman
Movement 4
Weapon Attacks 1
Armour 5
Wounds 1

Sniper

Movement 4

Weapon Attacks 1 (12)
Armour 6

Wounds 1

Parliamentarian or Royalist Cavalry
Movement 7

Weapon Attacks 2 (4)

Armour 5

Wounds 1

Cuirassier

Movement 6

Weapon Attacks 3 ¢4 if so armed)
Armour 6

Wounds 1

Dragoon

Movement 6 iformally fightdismountedmust dismount to shoot whilstaover.+1 ranged

attack bonus against the Armour value of assigned targets. To mount/dismount takes a whole
Action Phase)

Weapon Attacks 1 ¢10)

Armour 3

Wounds 1

Dragoon

Scottish Cavalry

Movement 6

Weapon Attacks 1 (4 if so armed)
Armour 4

Wounds 1



Leader/Officer
Same as the type they are leading, only they possess the specialLabdiéyPresent.

Peasanfirregular Foot

Movement 4

Weapon Attacks 1 (8 if so armed)
Armour 3

Wounds 1

Guns

Gunscheck morale if they take a hit. Guns forcedetneat are destroyedr captured
Movement 1 8 if imbered).Takes a full Action Phase to limber/unlimber
Weapon Attacksgpecial-36)

Armour 3

Wounds 3

Mortar

Mortars checkmorale if theytakea hit. Mortars forced to retreat are destroyed.

Movement Cexcept to turn.

Weapon Attacks (speciaB to 26) Mortars may not shoot less thanr@hes and have no long
range (i.e. are not subject to a long range modifier).

Armour 3

Wounds 2

Mortar

Making the Attack

When usin@g Mortar, make a normal to hit rallf the targé number succeeds, the round lands
where the owning playavantsit to, and the target and everythiagljacent must check for hits
If theinitial target numberequiredfails, an additional roll of 1d6+1 is nte to determine how
many inches from the target the round deviates; and 2déarerolled to determine the
direction. The "T" in the figureddow represents the Target, 3 alwaysepresent the direction
the round is being fired

Deviation Results (2D6)

12 23 11
4 T 5
7 810 6

Explosive Blast and Cover
A figure caught exposkwithout cover within thearget area checks to see if it is {ptus all
adjacent figures)A figuredoes not need to check if cover separates it from the radius

Mortars need to score a 7 to hit the intended target if the target area is out of line of sight.



Fighters

Such as Highland ScotBuccaneersetc.
Movement 4

Weapon Attacks 2 (8 if so armed)
Armour 4

Wounds 1

General

Movement 7

Weapon Attacks 0

Armour 5

Wounds 3

The overall General in command of the battle represgmighe player. If the General is

captured or becomes a casualty, the battle is lost. Generals couatidsrsn all other

respects. A personality figure (in a narrative campaign for example) is classed as a General in
regards to the rules, though the logsoch a figureduring a gamealoes nousuallyaffect the
outcome of dattlebeing won or lost.

A personéity General type may be given anged weapon attack value eft If you wish.

.

G o P (b
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Lady Floss (Personality figure/General) leadh Highland raiding arty across the borders of her lands.



Final Detalils:
| have added all the littleut importantdetails here at the end of the manual to make learning the
game and referencing the rules that much easier. If I'd have left you having to hunt through all
this stuff as it appeared respectively under each heading, you'd have been forced to flip back and
forward through the pages trying to find the relevant information all the time, and would slow
down your play time considerably. So | have put it all hdoe ease of reference.

Morale Modifiers for Varying Quality of Units:
When forced to make morale checlesnove or add 1 to ips from the d@ or dicethrow total
if the unitin questionare

CommonergPeasantgvery poor, with little or no training +2 to the moratitce
Militia /Irregulars (little experience) +1 to the morale dice
Trained (average soldiers of this period) ~
Well Trained (above average fighting experience) -1 from the morale dice
Veteran (experienced campaigners) -2 from the moral@lice
Fighters (Scots Highlander®uccaneersetc) -3 from the morale dice

J“:Ff:t' -

Flags:

For game purposes, a figure carrymfiag(banner) is lassed as carrying a PikBecause flag bearers
help players with quick unit recognition, if a flag bearing figure is removed as a casualty, you may like to
return that piece to the garaad remove another in its place (optional).

Expanding/Contracting Unit Frontage:
| have kepthis rule pretty loose to allow for a more persarad hands offeel to the game. As a rough
rule ofthumbi 5 figures may expand @ontract the unit fromtge for a forfeit of 1 inch frorthe unit’s
overall movement for that Action Phase.

Turning & Wheeling:
A unit may turn 90 or 180 degreasa forfeit of 2 inches from its curremovement phase.

To wheel left or right, simply measure from the figure making the furthest arc, and adjust the rest of the
line accordingly so that the unit still forms aasght frontage with the moving figure.

Square:
It takes a unit a full Action Phase to form a square (or more accurately, a circle) with Muskets on the
outside and with Pike behind thefhtakes a minimum of 20 figures to make a squia@so takes &ull
Action Phase to unmake a square and return the unit to normal formation; the formation may then be re
assembled with the unit facing adiyection. A formed square has a dice modifierZofvith any morale
checks the unit has to make.



How Many Ranks Can Shoot?
Infantry and Dragoons may fire their ranged weapons up to 2 rank# de¢n cover.
If they are in cover, only 1 rank may fire.

Others may only firevith their front rankof figures

Fire Arc:
The fire arc of all units is 45 degrees either side of their full facing frontage.

Guns Firing Grape Shot:
If the Gun firing is at a range of 8 inches or lés®, enemy figures either side of the target must also
check to see if they receive hifthis rule is in addition to normal penetration hits for cannoni.e. the
2 figure behind the target check for hitss well.

Unit Size & Morale:
Initially units must star& game with four, six, eight, ten, twelve, twenty, twenty four, twenty six, twenty
eight, thirty, or thirty twofiguresetc. The morale die or dice ustamdetermine morale results musatch
this initial starting number. For example, a unit of ten figures will always throw a D10 to determine
morale results. A unit of thirty figures (20uskets and 10 pike) will always throw a D@&tda D10.

It is advisable to keep a number of D4's, D6's, D8's, D10's, D12's, and D20's handy for the game; and at
the very least always make sure you have at least one of each die that you'll actuallpdpéousour
unit sizes.

Formations:
| havemostlyleft specific period information owif the text and instead assume players reading these
rules will know this sort of information for themselves in any case. Being such a specified subject;
knowing the manoeuvres and military disciplines of the times goes hand in hand with understanding this
satelliteperiod of history throughout England, Scotland and Ireland. But trust me, while | don’t go out of
my way to make it obvious how the rule make up wanktead, assuming the players will find out for
themselves how smoothly real life tactembeen implenentedusingthe rules mechanics have taken
pains to ensure both the rules, and the little metal guys, will function in the way they are supposed to do
for battles of this specific time franfeith a bit of make belief thrown in as well, for those vimghto
addfantasticallmagiNationelemens to their games)
It is usual in sets of rules for this perimdforce Cavalry to take a morale check before completing a
charge; to me this is plain silly, and places an artificial mechanic that need natebatthk.. let them
start their advanctne actual charge came at the last moment anyway, to avoid “blowing" the duadses
taste a few rounds of lead first atgnsee how they feel about continuing to advance closer towards
their foe! All too frequeny, a single Action Phase of defensive infantry fieecasualty or tweand a
situation morale checkis enough to see the riders wheeling away from the imminent fight and retreating
rapidly from the dangers lying ahead of them.
Similarly, you will noice | allow players to choose which enemy figures they wish to remove from play
due to ranged attacks and close combat results. At first glance this might look like a rule imbalance, but
actually itds t huitadeusketeeospvishesstife aiten endmfy uni of isfantry Pike
and Shot, you will notice that (should they be lucky enough to cause any casualties) it is easier to inflict
damage on Muskets than it is on the Pike themselves. Players will probably find themselves falling
naturaly into assigning their 6°s to the Pike and the 5's to the Muskets; so it balances out nicely without
having to impose any further rules.



iThe WoWduld®éhThelion has been designed to take these
account, an@llow the players to enjoy a realistic simulation, free from having to worry whether the rules
will hinder them from savouring an authentic battle top feel.
The problem with all rule sets comes in the es@mplication. What starts out as a simple idezobees
more and more complex and soon the original simplicity is a mere footnote.

Pl ease, enjoy fAThe Wool:f awhdo dwonu ltd bEeata fTrhaei dL itoon ~ m
Add your own rules to cover situations you feel | don't do full justi@®irering adequately. Use the
rules as a scaffold, upon which you can inject your own ideas and personalised style of play.

End Notes On My Own Campaign
My personalinterest in this wargame genre lies in creating a historical fiction for myself; and
whichincludes making up quabistorical nations wherein | can stage awn personalised
style ofcampagns. These rules allome to explore satellite regions Bhgland Scotland,
Irelandand The Continent with passionate ardour, yet gives the room to break free from
confining shackles and useal life history,real situationsyeal people andictualevents... then
inject these with made up whimsies which never happened in actual history as we really know it.
| have begun, ratheraffeconat el y, to call thi s -Matdieougo, i gs
though thaterm is not of my own devising amgluswally appliedt o what some cal l L

Thus:in my world, Scotland has become Upland and Lowland Scoatia (mind you, some people

still call the indigenous people of the Upland r
(or Britannica, depending wheaboutyou come froni though the Brits still use words like
ABritisho and say @dEngl anFdance habdemchadgedta r i bi ng t
Armorica; Spain is Spinnia: ltaly is Atalia, and a completely made Portugreece has been stirred

into the cauldron to make things a bit more interesting {Portugreece is an imaginary island,

usually shrouded in mist, and is home to a naticcutthroat pirates and seafaring mercendries

the first professional marines, maybe?}.

Much credit for the inspiration behind my personal corner of this made up world must go to
Lady Flosswho originally inspired me to write more deeply on this intrigusngject,and also

to Otto and other members of Society of Daisy; whose aaneptof deviation from the norm
within gaming, has been like a breath of fresh air.

But special warm affection and appreciation must ultimately go to the late Joan Aiken, for the
deep driving literary style and passion she has installed/ifriendsand Iwith her wonderful
AWol ves Chronicleso, and which remains al ways

The Britannic Civil Waror BCWoften resembles a very close similarity to the actuaglish

Civil War(s), though thisimaginary™ conflict frees meonsiderably from the confines of having

to stick too rigidly to actual history; and t
and entertais the fantasy side of my nature at the saime. | have removed real life religious

bigotry and resentment (Catholicism, Presbyterianism etc) and replaced thisakglbelief

races and ideasDwimlin (Orcs), from Scoatia; Weldkdarcher Clans of Mountain Dwarves,

the feyLavellan(Elves) and various other mythical beindselieve that, where possible, it is

preferable to use parable rather than perpetuate reeéhtary olddifferences and hatreds.






