
 The Wolf Who Would Eat The Lion  
 ~ alternative Version ~ 

10mm Wargame Rules For Conducting Renaissance Imagi-Nations  

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. Cavalry usually have between 1 to 3 attacks - depending on type and training. A few 

types may even have more. 

Shooting: similar to attacks, but applied to troops bearing ranged weapons. It will be shown in the figure 

stat lists as two numbers separated by a dash. The first number shows how many dice are thrown when 

shooting, and the second number is the range in inches the weapon may reach. 

Armour:  this is simply the number an enemy needs to equal or exceed (using a D6) to inflict damage on 

a figure. Armour represents the model`s ability to withstand adversity. 

Wounds: most models have 1 wound; Guns and Generals (for example) are higher. When a damage die 

inflicts a wound on a model, that modelôs is removed from play or has its wounds dropped to reflect it has 

been hit; in which case, place a marker beside the miniature for each wound received. 

Scale: I simply employ a 1 to 1 scale: or 1 to 20 for full scale games. 

 
I find a ground scale of 1 inch 20 yards works well for me. Thus, the average bow/crossbow can shoot 

160 yards, a musket can shoot 200 yards, and light cannon 720 yards. Mortars can launch their 

ammunition 520 yards. See shot deviation under Mortar stats. 



Battle: 

A move is divided into 4 phases. 

Battles are played out in a series of phases. Once the sides have completed all four phases - this 

completes a move. We then proceed to the second move and so on, repeating the steps as we go. 

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

1 Initiative Phase 

2 Attackerôs Action Phase 

3 Defenderôs Action Phase                 

4 Combat Phase  

 
Initiative and Combat are 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 chooses which side of the table he will fight from, and 

the loser takes the opposite edge. The winner or attacker must then set his army up on the same 

side of the table he has been allocated to attack from. The loser or defender sets his army up 

after the attacker has deployed, and on the edge opposite his opponent. After the initial set up 

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

Attackerôs Action Phase 

During the attackerôs action phase, each of his models may perform an action: 

Move:                                                                                                                                                       
or                                                                                                                                                       

Shoot: 

 

Movement 

Type  Distance (inches)  

Musketeers / Pikemen / Peasants / Dragoons on Foot / Sword / Axe 

/ Mace / Halberd / Spear / Bow / Crossbow 

4  

Royalist & Parliamentarian (cavalier & roundhead) Cavalry 7  

Cuirassier (Heavy Cavalry) / Mounted Dragoons / Scottish Cavalry 6  

Carts / Wagons / Horse-drawn Artillery. 3  

Manhandled Artillery 1 



Walls & Hedges: Obstacles can't be easily crossed. If crossing a low wall or hedge, stop at the near edge 

of the obstacle, cross next move and continue up to half movement points. Artillery and Wagons cannot 

cross walls and hedges. 

Streams & Fords: A figure wading through a ford or shallow stream - stops at the near edge of the water 

when it reaches the waterôs edge; then crosses next move but must stop on the far bank for the remainder 

of that move. Manhandled Artillery cannot cross a stream or a ford. 

Hills, Woods & Forest: Uphill movement and movement through woods and light forest are conducted 

at half speed. Artillery may only enter the edge of a forest to use it as cover. 

Wet/Boggy Ground: Horse-drawn/manhandled Artillery and Wagons may not move over wet or boggy 

ground.  

Buildings: To enter a building - stop when the figure reaches the building edge; then allow it to enter 

next turn. Leaving a building slows a figure to 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 the building for defensive purposes. A 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 wishes - wherever they are needed.  

Shooting:  

Instead of moving, a figure with ranged attack ability may shoot. Check the miniatures stats 

from the list to see if the figure has ranged attack and what its ability is. 

Example =                   1-10 

The first number tells you how many dice you roll to hit with your shoot attack. The second 

number tells you how far (in inches) the figure can shoot. Each figure may only shoot at a single 

target (unless using guns or mortars). 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 

enemy. 

Range ~ to check range, count the number of inches between the shooting figure and the target. 

If this number is greater than the one listed on the ranged attack of your shooting figure, you 

cannot shoot at that target. Firing at long range means the targets 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 check if the target is in the shooting 

figureôs line of sight. Line of sight is determined by drawing an imaginary straight line to a 

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 from any part of the base the shooting figure is aiming from, 

and trace your shot to the target base. If that line passes through any impassable terrain or 

another figure (friend or foe), the line of sight is blocked and the enemy figure is not an eligible 

target.  

However, the golden rule is: if players are ever in doubt, the game host has the final word. An 

enemy figure is either (a) not able to be seené i.e. is not visible as an eligible target; or (b) is 

visible but in cover and entitled to a +1 Armour bonus (remember: +2 if the cover is a building). 

 



Trees ~ Line of sight for Individual trees can be determined using the rules above. However, 

groups of trees (within 2 inches of one another) may constitute a Wood or part of a Forest. Trees 

count as impassable terrain, and a model may never end its move in a space containing a tree. 

Figures who are adjacent to a tree or anywhere designated as Wood/Forest count as being `in 

cover` from enemy shooters, and are 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. 

 

 

Defenderôs Action Phase: Once the attacker has finished his action phase, the defender moves 

on to his own Action Phase. The rules for the defenderôs action phase are the same as for the 

attacker. 

Combat Phase: 

During the combat phase, all melees on the board are 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 that are all part of the same melee. 

A combat is created by drawing an imaginary line between each figureôs kill zone, going back 

and forward between friend and foe until the line cannot be continued further. This must form a 

single contiguous link, and all the dice for that combat are thrown as one roll. A kill zone is the 

area adjacent to a figure`s base. Total all the attacks for all the figures adjacent to each other, and 

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

 

The Shooting & Combat Roll ~ each player totals up the number of attacks on their shooting or 

combat engaged figures, then rolls that many dice. Each roll of 6 scores a hit. 

 The Damage Roll ~ for each hit you score; roll an Attack die.  

Assigning Damage ~ after throwing for all hits, the attacker assigns all his Attack dice on 

enemy figures. If the attack is close combat, the player taking the Defenderôs Action Phase 

follows suit, makes his Combat and Damage Rolls, and then assigns his own Attack dice on the 

enemy AFTER  any losses sustained during the Attackerôs Combat Phase (unless the defender is 

forced to retreat first). 



You may only assign attacks on enemy figures that are adjacent to any friendly figures within 

close combat (though damage can be assigned to any figure anywhere actually within the attack 

link and which is adjacent to at least one of the opponentôs figures), and only to enemy figures 

whose Armour is lower or equal to the assigned Attack dice. In other wordsé for each 

successful Attack die assigned to an enemy (i.e. a die equal or higher than the targetôs Armour), 

that enemy figure loses 1 wound. Figures reduced to 0 wounds are removed from the board.  

Any Attack die that cannot be assigned to an enemy figure is ignored. The attacker assigns 

Attack dice to the defender and the defender assigns Attack dice to the attackerôs figures. 

After the first combat is resolved, the attacker chooses the next combat (if one exists). At which 

stage, if neither side has won the game, a new move begins. 

Elevated Terrain ~ fighting on elevated terrain also provides an advantage during combat. Each 

model on elevated terrain receives an additional Attack die if all enemy figures in its kill zone 

are on a lower terrain 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 Melee if the Leader is actively fighting), in addition 

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

the roll for every 5 non leader figures in play within the formation the Leader is attached to. If 

the result yields 5 or less the leader is killed in addition to normal strip losses. A natural 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 in melee unless he is alone 

wandering between formations.  A Leader caught alone may not take part in melee, and becomes 

an automatic casualty or prisoner (enemyôs choice) if engaged. A Leader caught alone within 

enemy firing range can be fired upon.  

Special Abilities: 

 

Leader Present: If a Leader is involved in a close combat this phase; all others involved in the 

same close combat each get an additional Combat Roll die. Leader Present is not cumulative 

with other friendly figures possessing the same ability.  

Pike: A friendly figure in either of the two ranks in front of the Pikeman (only one) gets an 

additional Combat Roll dice. Note ~ a Pikeman taking part in combat in this way is classed as 

part of the close combat and may have attacks assigned to it as a legitimate target.  

Dragoon:  This figure may shoot before or after it moves (not in the middle). This in effect 

means the figure gets to move and shoot, both in the same move.  

Cannon: Shoot at a target as normal, but if the target is hit, check for hits on each adjacent 

figure directly behind the initial target. Up to 2 additional targets may be hit in this way. 

Mortar:  ... as Cannon, except additional figures hit are all figures adjacent to the initial target.   

 

Sniper: A sniper hits a target on the die roll of 5 or 6. Snipers can only be targeted like Leaders. 



Morale: 

 

Check Morale of a Formation (all figures within the same unit) when: 

 

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 unit loses a Leader during the phase. 

                                              All morale results take effect immediately. 

 

Check Morale by throwing dice type equal to the full starting number of figures within the unit 

and totalling the result (see Unit Size & Morale). If the total is more 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 destroyed (1, 2, 3, or 4) 

or captured (5 or 6). Captured Guns may not be used during this battle; but may be used in 

succeeding games. 

 

If the unit has a Leader present, the unit may lessen the die total by -1 (cumulative for each 

friendly Leader present). 

 

If engaged in close combat at the moment of the failed morale check, the enemy may get to 

make a Free Attack of Opportunity on the retreating figures - see pursuit below. 

 

Free Attacks ~ The figure making the free attack gets to make a combat roll and damage roll, as 

it would in normal combat. The model can only assign Attack dice to the enemy they are making 

the free attack against. This form of attack is called an attack of opportunity. The retreating 

figures do not get to fight back. 

Pursuit:  

Infantry will advance follow 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 the heels of a retreating enemy (infantry or otherwise). 

Infantry never follow up against retreating enemy Horse. Cuirassier and Scottish Cavalry follow 

up as far as their movement allows on the initial pursuit move only. Guns and Dragoons never 

pursue an enemy. 

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 will continue pursuing a retreating enemy keep figures engaged on the rear of those 

fleeing until 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 their Action 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 

choice except a leader, who must be rolled for using the normal method. 

New Model Army Cavalry can stop a pursuit any move if they can make a die roll of 5, or 6 

except on the initial move of a pursuit - which they must make. 



Rallying: 

A retreating unit may attempt to rally itself if (a) it is no longer being pursued, and (b) it is out of 

movement range of enemy cavalry and in no danger from infantry ranged attacks. 

Similar to the Morale roll, throw dice equal to the original starting number of figures within the 

unit and total the result. If the dice score are less or equal to the number of current figures 

present, the unit can rally. 

The Leader present modifies the dice by -1 (not cumulative). 

 

 

A Note on Casualties: 

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

However, I 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: loss of stable morale, the feeling that 

anywhere rather than here might 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. I think it would 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. 

 

 

 

 

 

 

 



Armour Bonus Bringing the Number Needed To Above 6: 

When the number you need to attain is higher than a 6; simply use the following formula. 

 

Number needed is 7: roll a six followed by a 3, 4, 5 or 6 

Number needed is an 8: roll a six followed by a 4, 5 or 6. 

Number needed is a 9: roll a six followed by a 5 or 6. 

Number needed is a 10: roll a six followed by a 6. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



The Troops: 
Musketeer  

Movement 4 

Weapon Attacks 1 (1-10) 

Armour 4 

Wounds 1 

----------------------------------------------- 

Pikeman 

Movement 4 

Weapon Attacks 1 

Armour 5 

Wounds 1 

 

Pike 

----------------------------------------------- 
Sniper                                                                                                                                                     

Movement 4 

Weapon Attacks 1 (1-12) 

Armour 6 

Wounds 1 

 

Sniper 

------------------------------------------------ 
Parliamentarian or Royalist Cavalry                                                                                                       

Movement 7                                                                                                                                            

Weapon Attacks 2 (1-4)                                                                                                                          

Armour 5                                                                                                                                                    

Wounds  1                                                                                                                                         

-------------------------------------------------------  

Cuirassier 

Movement 6 

Weapon Attacks 3 (1-4 if so armed)     

Armour 6 

Wounds 1 

------------------------------------------------------- 

Dragoon 

Movement 6 (normally fight dismounted; must dismount to shoot whilst in cover. +1 ranged 

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

Action Phase) 

Weapon Attacks 1 (1-10) 

Armour 3 

Wounds 1 

 

Dragoon 

------------------------------------------------------ 

Scottish Cavalry 

Movement 6  

Weapon Attacks 1 (1-4 if so armed) 

Armour 4 

Wounds 1 



----------------------------------------------- 

Leader/Officer 

Same as the type they are leading, only they possess the special ability Leader Present. 

-------------------------------------------------------- 

Peasant/Irregular Foot  

Movement 4 

Weapon Attacks 1 (1-8 if so armed) 

Armour 3 

Wounds 1 

------------------------------------------------- 

Guns 

 Guns check morale if they take a hit. Guns forced to retreat are destroyed or captured. 

Movement 1 (3 if limbered). Takes a full Action Phase to limber/unlimber 

Weapon Attacks (special -36) 

Armour 3 

Wounds 3 

 

Cannon 

---------------------------------------------- 

Mortar  

Mortars check morale if they take a hit. Mortars forced to retreat are destroyed. 

Movement 0 except to turn. 

Weapon Attacks (special - 8 to 26) Mortars may not shoot less than 8 inches and have no long 

range (i.e. are not subject to a long range modifier). 

Armour 3 

Wounds 2 

 

Mortar 

Making the Attack                                                                                                                       
When using a Mortar, make a normal to hit roll. If the target number succeeds, the round lands 

where the owning player wants it to, and the target and everything adjacent must check for hits. 

If the initial target number required fails, an additional roll of 1d6+1 is made to determine how 

many inches from the target the round deviates; and 2d6 are then rolled to determine the 

direction. The "T" in the figure below represents the Target. 2, 3 always represent the direction 

the round is being fired. 

 Deviation Results (2D6)  

12 2,3 11 

4 T 5 

7 8-10 6 

 

Explosive Blast and Cover 
A figure caught exposed without cover within the target area checks to see if it is hit (plus all 

adjacent figures). A figure does 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 Scots, Buccaneers, etc. 

Movement 4 

Weapon Attacks 2 (1-8 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 represents you the player. If the General is 

captured or becomes a casualty, the battle is lost. Generals count as Leaders in all other 

respects. A personality figure (in a narrative campaign for example) is classed as a General in 

regards to the rules, though the loss of such a figure during a game does not usually affect the 

outcome of a battle being won or lost. 

 

A personality General type may be given a ranged weapon attack value of 1-4 if you wish. 

 

 
Lady Floss (Personality figure/General) leads a Highland raiding party across the borders of her lands. 

 



Final Details: 

I have added all the little but important details 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 I have put it all here - for ease of reference. 

 

--------------  )o(   -------------- 

 

Morale Modifiers for Varying Quality of Units: 

When forced to make morale checks, remove or add 1 to 3 pips from the die or dice throw total 

if the unit in question are: 

 

Commoners/Peasants (very poor, with little or no training)                   +2 to the morale dice 

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 morale dice 

Fighters (Scots Highlanders, Buccaneers, etc)                                          -3 from the morale dice                                   

 

 

 

Flags: 

For game purposes, a figure carrying a flag (banner) is classed as carrying a Pike. Because 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 game and remove another in its place (optional). 

 

Expanding/Contracting Unit Frontage: 

I have kept this rule pretty loose to allow for a more personal and hands on feel to the game. As a rough 

rule of thumb ï 5 figures may expand or contract the unit frontage for a forfeit of 1 inch from the unit`s 

overall movement for that Action Phase. 

 

Turning  & Wheeling:  

A unit may turn 90 or 180 degrees at a forfeit of 2 inches from its current movement 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 a straight 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 them. It takes a minimum of 20 figures to make a square. It also takes a full 

Action Phase to unmake a square and return the unit to normal formation; the formation may then be re-

assembled with the unit facing any direction. A formed square has a dice modifier of -2 with any morale 

checks the unit has to make. 



How Many Ranks Can Shoot? 

Infantry and Dragoons may fire their ranged weapons up to 2 ranks deep if not in cover. 

 If they are in cover, only 1 rank may fire.   

                                                

Others may only fire with their front rank of figures. 

Fire Ar c:  

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 less, two enemy figures either side of the target must also 

check to see if they receive hits. This rule is in addition to normal penetration hits for cannon i.e. the 

2 figure behind the target check for hits as well. 

 

 Unit Size & Morale:  

Initially  units must start a game with four, six, eight, ten, twelve, twenty, twenty four, twenty six, twenty 

eight, thirty, or thirty two figures etc. The morale die or dice used to determine morale results must match 

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 (20 muskets and 10 pike) will always throw a D20 and a 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 actually be using for your 

unit sizes. 

 

Formations: 

I have mostly left specific period information out of 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 

satellite period of history throughout England, Scotland and Ireland. But trust me, while I don`t go out of 

my way to make it obvious how the rule make up works instead, assuming the players will find out for 

themselves how smoothly real life tactics can been implemented using the rules mechanics, I 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 frame (with a bit of make belief thrown in as well, for those wishing to 

add fantastical Imagi-Nation elements to their games).  

It is usual in sets of rules for this period to force Cavalry to take a morale check before completing a 

charge; to me this is plain silly, and places an artificial mechanic that need not be there at all... let them 

start their advance the actual charge came at the last moment anyway, to avoid `blowing` the horses and 

taste a few rounds of lead first and then see how they feel about continuing to advance closer towards 

their foe! All too frequently, a single Action Phase of defensive infantry fire - a casualty or two - and a 

situation morale check - is enough to see the riders wheeling away from the imminent fight and retreating 

rapidly from the dangers lying ahead of them. 

Similarly, you will notice I 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 itôs the dead opposite. If a sub-unit of musketeers wishes to fire at an enemy unit of infantry 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 

naturally 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. 



ñThe Wolf Who Would Eat The Lionò has been designed to take these and all other likely situations into 

account, and allow 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 over-complication. What starts out as a simple idea becomes 

more and more complex and soon the original simplicity is a mere footnote. 

 

Please, enjoy ñThe Wolf Who Would Eat The Lionò: and don`t be afraid to `make the game your own`. 

Add your own rules to cover situations you feel I don`t do full justice in covering 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 personal interest in this wargame genre lies in creating a historical fiction for myself; and 

which includes making up quasi-historical nations wherein I can stage my own personalised 

style of campaigns. These rules allow me to explore satellite regions of England, Scotland, 

Ireland and The Continent with a passionate ardour, yet gives me the room to break free from 

confining shackles and use real life history, real situations, real people and actual events... then 

inject these with made up whimsies which never happened in actual history as we really know it. 

I have begun, rather affectionately, to call this made up jigsaw of ideas my ñImagi-Nationsò, 

though that term is not of my own devising and is usually applied to what some call Lace Warsò. 

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

still call the indigenous people of the Upland regions ñHighlandersò). Britain is now Britannia 

(or Britannica, depending where about you come from ï though the Brits still use words like 

ñBritishò and say ñEnglandò when describing their country); France has been changed to 

Armorica; Spain is Spinnia: Italy 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 nation of cutthroat pirates and seafaring mercenaries ï 

the first professional marines, maybe?}. 

Much credit for the inspiration behind my personal corner of this made up world must go to 

Lady Floss who originally inspired me to write more deeply on this intriguing subject, and also 

to Otto and other members of Society of Daisy; whose acceptance of 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 in my friends and I with her wonderful 

ñWolves Chroniclesò, and which remains always in my mind with all I do. 

The Britannic Civil War or BCW often resembles a very close similarity to the actual English 

Civil War(s), though this `imaginary` conflict frees me considerably from the confines of having 

to stick too rigidly to actual history; and thus allows me to explore many ñwhat if?ò scenarios, 

and entertains the fantasy side of my nature at the same time. I have removed real life religious 

bigotry and resentment (Catholicism, Presbyterianism etc) and replaced this with make belief 

races and ideas... Dwimlin (Orcs), from Scoatia; Welsh Marcher Clans of Mountain Dwarves, 

the fey Lavellan (Elves) and various other mythical beings - I believe that, where possible, it is 

preferable to use parable rather than perpetuate real life century old differences and hatreds. 




