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2 Guelphs and Ghibellines

1.0INTRODUCTION Sample Capitano CC counter:

Guelphs and Ghibellines (G&G) is a wargame covering —Bigozzi Reserve
three climatic battles in Italy in the Xllith century. That |E N.'fffk_’
period saw the continuation of the long struggle for Bigozzi
hegemony in Italy, by the two opposing factions called Front Back

Guglph; (supporters of the Pope, at least thepret{cex_lly).ar]qeroes are personalities who distinguished themselves
Ghibellines (supporters of the Emperor). This distinctiory | j,0" the" pattles, even if they didn’'t have command
was often just only a pretext and more relevant po"tlcalresponsibiIities '

economic or familial interests were hldd_en under t'h he font of the Hero counter displays the name and the
struggle. It was not uncommon to find a city or a family .

- ) : Combat modifier of the hero.
siding with the Guelphs because the competitor was
Ghibelline or vice versa.

2.0 COMPONENTS '
SampleHero  Sample Standard

2.1 The mapsThe game maps cover the area over which counter counter

the three battles were fought. The maps are overlaid with .
hexagonal grid (hexes) that are used to regulate moveme-lrflpe Standard bearer was usually a knight, part of an

important family, who had the honour of carrying on the

and fre. )
The effects of the various types of terrain represented arl:éattleﬁeld the standard of his Army.
discussed in the rules below. 2.2.2 Combat Units.In G&G Cavalry units and Foot units

are represented. Foot units are composed of Infantry,
Crosshowmen, Archer units and Palvesari (see 14.0).

The front of every Combat unit displays @shesion rating

(top digit) and théArmour class (letter in a box).

2.2.1 Personalitiesare: Capitani, Heroes and Standard-Crossbowmen and Archer units present an arrow under their
bearers. Cohesion Rating in order to indicate their ability to missile

Capitani (singular: Capitano) are the army leaders: theyfire (purple arrow for crossbows; black for archers)

commanded the Combat Units of their own formation,Sample Cavalry unit counter (CR in red):
called, in ancient medieval ItalianBattaglia (plural:
Battaglie.

2.2 The Counters. There are three types of counters in
G&G: Personalities, Combat Units and informational
markers.

A Capitano and the Combat Units of ldattaglia share the ) _5
same coloured stripe on the top of their counters. DWNH
The font of the Capitano’s counter displaysCambat Front Back

bonus (lower lett) and the Capitano’€ommand Range

(lower right). The back of a combat unit counter represents the Disrupted
The back of the Capitano counter indicate his Adjutanside of the unit, indicated by the black “D”.

Capitano (replacement), if available.

Sample Capitano counter: Sample Foot unit counter (CR in black):

4
Front Back Infantry Crossbow Archers

A Command Capacity (CC) marker is associated with each The background colour of Guelph units is always yellow; for
Capitano; this marker is used on the Capitano Activatiofphibelline units it is always light blue (differently shaded for
Table (CAT), with each side using its own Track (Guelpheach ofthe three battles).

and Ghibilline). This counter is printed on both sides: the, 5 3 |tormational markers. These are used for various

front displays the Capitano Shield, and the initial Comman%ame functions. Their use is explained throughout the rules

Capacity at the start ofthe battle; on the back side the name et

of the Capitano is displayed and, for those Capitani that start

the battle in Reserve (See 160)’ the label “ Reserve”. 2.2.4 Charts, Tables, DiceT he use of each chart and table
is explained in the rules. Two 6-sided dice are used.

2.3 Game scale.The Scenario Rules list the correct
space/time scales for each battle.
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Guelphs an

d Ghibellines

GLOSSARY

Active Player. the player who may try to activate one of
Capitani, either by a Basic Activation or by a succes
Continuumor Interruptia

i
J

Armour class: a measure of the “thickness” of the unit
armour. It may be: “— (no armour), “L" (light), “M

(medium), “H” (heavy).

Basic Activation: every time that a Capitano is activaie
without rolling the dice r{ot activated by aContinuumor
Interruptio) he is performing a Basic Activation

Battaglia= during this period armies were composed| (
formations called Battaglid, large groupings of combatantg
provided with a remarkable autonomy of action. Each ajr
is composed of more than oBattaglia The Capitano anfl
the combat units of hiBattagliashare a coloured stripe gn
the top of their counters.

bt
in

Cavalry: in this game period, mounted men-at-arms
represented the core of an army and had the predom
role on the battlefeld.

Cohesion Hit combat unit losses of dead, wounded @n
stragglers are indicated by Cohesion Hits (CH). All CH |al
cumulative, so you must place an appropriate CH markgr
the unit corresponding to the cumulative number
Cohesion Hits that unit has received.

Cohesion Rating(CR): a value on a combat unit coun
that indicates combat willingness (covers morale, train
eficiency and so on). Every calculation regarding the
must be made at current value, not the value at the st
the battle. The current Cohesion rating is the initial CH
minus the number of CH taken

79D

Command Capacity (CC): this is a measure of a Capitan
Command ability. The current value is indicated on
Capitano Activation Table (CAT) by the Capitan
Command Capacity marker and changes during the
because of weariness, confusion and battle events.
Command Capacity marker's position for a Capitano 1
never be lower than 1 on the CAT.

Continuum: in G&G, this is a mechanism that allows th

OS @
)

It

.Ft?(e)ne of Control (ZOC): the capacity of a unit to preve
L Fnemy movement and force combat; combat units exd

5 Disrupted: a combat unit which has lost its initial comj
ubrganization and so it's weaker in combat is said to

Disrupted. This is indicated by fipping the combat U
| counter to its reverse side.

Disruption: Disruption represents the loss of eficiency
unit suffers as a result of various events in the g4

jDisruption can cause CH.

Facing: the two hexes towards which the top of a com
unit is oriented are said be its fontal hexes; those to the
fare the flank hexes, and those behind are the rear hexe
Fig.1).

nyoot unit: the Italian Communal Foot unit was mosty
defensive formation, not so efficient in combat but 3

capable of holding its ground. They were commo

at
be
nit

a
me.

bat
sides
5 (see

a
till
nly

composed of melee armed infantry and missile armned

IIinfantry (crossbowmen and archers).

dntterruptio: in G&G, this is the mechanic that allows t
interruption of an enemyContinuum switching roles

dbetween players.

reMlissile units: Missile units are Crossbowmen and Arche
omhese units have fire capability.

)ﬁ\/lovement allowance a unit’'s Movement Allowance (MA
is not printed on the counter. Instead it can be found for
I unit type on the Movement Allowance Chart.

90rders: in G&G units cannot do anything without prop
%rpers. There are 6 Individual Orders and 2 Special Orde

Order Points (OP): a value that represents the capacity
Capitano to issue orders when activated.

5 Personalities in the game Personality units represent
henost important individuals, oten with a commanding role
5 the armies.

OC in their two frontal hexes.

ne

IS.

pach

S,
Df a
the

L in

eIt a

repeated activation of your Capitani.

3.0 GENERAL COURSEOFPLAY

1.
There are no game turns in G&G. The battles are fought in a

continuous series of Capitano activations until one side wi
(17.2.2) or the battle ends in adraw (see rule 17.3).

During his activation a Capitano receives a number of Ordes
Points depending on his current Command Capacity. Order
Points are used to give commands to combat units and

personalities of his owBattaglia

The Scenario Rules list which Capitano has the first
activation in each battle scenario. Each Capitano has his own
distinct Capitano Command Capacity marker used on the

Capitano Activation Table (CAT).

The Active Player strictly follows the sequence below:

Active Player selects one of his Capitani, activates

ins
Basic Activation

or another Capitano, or Pass.

If the Continuumattempt is successful then:
3.a Inactive Player may elect to make

Continuum(Interruptio Activation, 4.2)

Europa Simu
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him

(Basic Activatiol and conducts a Capitano’s Activation
Sequence (see par.4.0). No dice roll is required for a

Continuumactivation (4.1): Active Player may try to go
for a further activation, with the just activated Capitano

an

Interruptio against the opponent’s successiul



4 Guelphs and Ghibellines

3.b If the Interruptio is successful, Active and
Inactive players switch roles, and the
Interruptio player takes his activation. Then
play returns to Step 2.

3.c If the Interruptio was not attempted or was 7. Remove all the “Fired” markers fom all the archer units
unsuccessfilthe Active Player may conduct on the map.
his Continuumactivation. Then play returns to
Step 2.

If the Continuumfailed or the Active Player passed:

4.a Active and Inactive players switch roles. Now .
play returns to Step 1. 4.1 Continuum

When a'pla_yer attemptsczapntinuum he must select one of
4.0 CAPITANO ACTIVATION SEQUENCE  his Capitani and roll two dice:

When a Capitano activates, either in a Basic Activation or as |f the dice roll is equal to or lower than the Capitano’s

6. Ater all shock combats are resolved, remove all the
“Fired” and “Reorganization” markers on the activated
Capitano’sBattaglia units.

8. If required by the rules (see 17.2.1) the active player rolls
on the Victory Track.

a result of a success fMontinuumor Interruptio, the owning current Command Capacity, the Capitano may be

player must strictly conform to the fllowing sequence of  activated: follow the Capitano Activation Sequence (4.0)

operations, that is: " If the dice roll is higher, th&€ontinuumattempt has
failed

1. A Capitano activated by a Basic Activation or by a  peqyct 1 from the Capitano’s Command Capacity on the
Continuum(4.1) receives the same number of Order Points CAT, even when the attempt was unsuccessiul.

as his CC marker's current position on the CAT. Record this
Order Points nhumber on the Order Points Track. .
1.a A Capitano activated by dnterruptio activation 4.2 Inte I‘I’UptIO
(4.2) receives half the number (rounded up) of Ordelf and only if the active player is successful with his
Points as his CC marker’s current position on the CAT. Continuum the opposing player has the option to attempt an

2. The CC marker ofthe active Capitano is moved one Spaé@terruptlownh a fendly Capitano.
down on the CAT. When a player attempts émerruptio, he must select one of

3. All the “Fired” markers on the crossbow units of thehis Capitani (with CC two or more) and roll two dice:

activatedBattagliaare removed (crossbows are reloaded). ~ If the dice roll is equal to or lower than his selected
Place a First or Second Activation marker as required (see Capitano’s current Command Capacity, the Interrupting
rule 4.3) on the activated Capitano’s counter. Capitano may be activated: fllow the Capitano

4. The Capitano now uses his OPs to issue orders (5.1) to Acnvanqn Sequgncg (4.0) but see nule 5.1.2 )

units of hisBattaglia. Each Order is assigned to a combat  !f the dice roll is higher than the selected Capitano’s

unit and is immediately executed, except that all shock Curent Command Capacity, teterruptio attempt has

combats are resolved in Step 5. (below). Order Points are faled (the active player may do f@®ntinuum)

deducted fom the track as they are spent. " Atfter theInterruptio attempt, the playemust deduct 1
4.a Any unit with an Order implying movement may from the selected Capitano’s Comr_nand Capacity on the
move up to its movement allowance, receiving Exit ~CAT, even when the Interruptio attempt was
Reaction Fire if applicable (10.4.2). unsuccessul.

4.b Any unit not in enemy ZOC (7.0) may change its4.2.1 If a Capitano is successful with histerruptio, he
facing by one vertex whenever an enemy unit ends iisecomes the active Capitano and the initially successful

movement adjacent to its flank or rear hex (6.2). ContinuumCapitano’'s player becomes inactive.
4.c Every unit with an “Attack” or “Carical” marker 45 5 |t js permitted to perorm onlyONE Interruptio
must designate an enemy unit to attack. attempt ater each success@bntinuum

4.d Infantry, Crossbowmen or Archers that are targets o‘{ 23y £ trv tont i Capit ho b
a“Carica!” must check morale now (12.1.4). -<-5 You cannot 1ry tanterruptio a ©.apitano who became

. . . active through thénterruptio process.
4.e Missile units may fire Entry Reaction fire (10.4.1). g ptiop

4.f Cavalry units that are the target of a “Carical” may 4 3 Limits to Activations of Capitani

countercharge (12.2).
- . A single Capitano may be activated a maximum of two times
5. All shock combats indicated by *“Attack” or “Carica! in a row using Basic ActivatiorGontinuunor Interruptio.

markers are resolved, in any order desired by the active
player. For each attack: After a Capitano finishes his frst activation sequence of
5.a Infantry, Crossbowmen or Archers attacking thedoperations, place a “First Activation” marker on him,
frontal hexes of Cavalry must check morale (rule 12.0.1§emoving it fom the Capitano where it previously was. If the

5.0 Folow the Shock Combat resolution sequencé@me Capitano manages to g&antinuum fip this marker
(10.6). on the “Second Act” side after the activation. A Capitano
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Guelphs and Ghibellines 5

with a“Second Activation” marker on his counter cannot tryremember that hexes occupied by enemy combat units block

aContinuum the Command range, enemy ZOC (7.0) do not.
Remember: it's always possible for a player to attempt &.2.1Command Ranges are calculated at the moment that the
Continuumwith another Capitano. Order is given.

Note: so a Capitano might issue some Orders, move and then
4.4 Command Capacity issue other Orders

Command Capacity progressively decreases while the battfe2-2 Command Range extensionA combat unit out of
progresses. It may only be raised by means of the Recovefommand Range, but adjacent to a unit that is both in
special order (5.4). or when Battaglia in Reserve is ommand and part of the safattaglia is still considered

released (16.1). in Command. This “extended” command range can be traced
The Command Capacity marker's position of a CapitandhrOUQh a series of adjacent friendly combat units of the same
may never be lower than 1 on the CAT. Battaglia

4.4.1 What are we doing here7Battle confusion). Each ©-2.3 Out of Command A unit beyond normal or extended
time aContinuumor Interruptio dice roll is 12 move alsal ~Command Range of his own Capitano is considered Out of

other Command Capacity markershufth sidesdown one Command, and is limited in the types of Orders it may
space on the CAT. receive (see rule 5.5).

5.00RDERS 5.3 Types of Orders

Orders normally costne OPexcept Echelon Order (see also

Ot Orders are the heart of the gamke SySE,IemOut of Command units). Moreover, a Capitano expends all
/i C(_)mpat units can,not move, attack or fire his ops 1o give a Special Order.
P.im:. missiles ifthey don’t get Orders by a Capitano 1e Orders are:

(Exception: rule 10.4, Reaction fre and rule

10.9, Advance after combat). 5.3.1 Move/Attack The unit may move up to its fll

h . findividual ord d . movement allowance. Ifthe unit ends its move with at least
There are six types of individual orders (5.3) and two Speci@lne enemy unit in its fontal hexes, it may decide to (but not

Orders: Recovery (5.4) and Rally (see Battle Scenariqy gt attack that enemy unit (if he decides, place an “Attack”
Rules). marker on it). Units already adjacent to enemy units may

) change facing (6.1) one vertex (only) and may attack, place
5.1 Orders Points the “ Attack” marker on them.

Each time a Capitano is activated, he receives a number 8f3.2 Fire When under this order, missile units may conduct
Order Points (OP). The position of the Capitano’s Commanghissile Fire (10.1). A unit receiving this Order may change

Capacity marker (CC) on the CAT affects the Order Pointfacing (6.1) one vertex before it fres, but cannot otherwise
the Capitano receives in his activation. move.

5.1.1 A Capitano activated by a Basic Activation or by a5.3.3 Reorganization A Disrupted unit not adjacent to an

Continuum(4.1) receives theamenumber of OP as his CC enemy unit with a Reorganization Order may do nothing else
marker’'s current position on the CAT. Record this numbethan fip to its font (undisrupted) side. Place a

on the Order Points Track. “Reorganization” marker on it as a reminder.

5.1.2A Capitano activated by dnterruptio activation (4.2)  5.3.4 Withdraw. A unit with a Withdraw Order may retreat
receiveshalf the number (rounded up) of Order Points as hisne hex into one ofits empty rear hexes. The retreating unit

CC marker's current position on the CAT. Record thismaintains its original facing. A unit may Withdraw out or
number on the Order Points Track. into an enemy ZOC.

5.1.3 A Capitano may only give Orders to a unit of his5.3.5 Carica! (Charge).Only a Cavalry unit not Disrupted
Battagliag a unit may receive only one Order in a singlemay receive this Order (see rule 12.1). The unit with this
Capitano’s Activation. Order must move at least one hex amgst attack an enemy
5.1.4 Orders are assigned one at a time. Select the unit@&)t (Place a“ Carical” marker on it).

that will receive the order, spend the adeguate number &£3.6 Echelon Only Cavalry units may receive this Order

Order Points and immediately execute the order. (see 12.3). The player may exchange the position of a
Cavalry unit with another one ofthe saBattagliawith the
5.2 Command Range same facing and in its rear hex. The two units maintain their

. S original facing. This Order costs two Ops and affects both
Each Capltano has a_Command Range, which |pd|cates t.n‘?e units, which so may not receive further Orders in the
maximum distance (in hexes) between a unit and hi resent activation
Capitano to still be in command. Count the unit's hex, b '
not the Capitano’s hex. When checking for command range
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6 Guelphs and Ghibellines

5.4 Special Orders Eche!on Orgler, 12.3. Instead, facing chan_g_e may not tr_igger
, _ reaction facing change). It cannot do that, ifit is already in an

In G&G there are also two Special Orders: Recovery andnemy 70C (remember that cavalry ignores ZOC exerted by

Rally. It is possible to issue a Special Order only during g nits). Afer changing facing, the player rolls one die:

sgis\'/gt@ﬁ)'vagoréénﬁ\éﬁg dg;'"Snfson;?”ﬁgoégﬁer{gpgue a Ifthe die roll is equal to or lower than the unit’'s current
: P P cohesion rating there are no penalties.

Special Order. Rally Order is explained in the Baitle. If the die roll is higher than the unit's current cohesion

Scenario Rules. rating, the unit takes a Disruption (11.0).
5.4.1 Recovery.Only a Capitano with no Combat units of
his Battaglia adjacent to an enemy unit may Recover. A
Capitano may issue a Recovery order only if his Comman
Capacity marker's position on the CAT fise or less A
Capitano with a Recovery order moves his Command.2.2Ifthe moving unit is a Cavalry (in Carica! or not) and
Capacity marker up a number of spaces on the CAT equal tioe reacting unit is a foot unit, the foot unit adds +2 to the
halfa die roll (rounded down, one is zero) but not beyond higbove die roll.

starting value.
7.0 ZONE OF CONTROL

Combat units exert a Zone of Control (ZOC) into their
frontal hexes (Exception: Palvesari, 14.0.6). Personalities do

ot exert ZOC. A ZOC is not prevented by the presence of
other units or ZOCs.

6.2.11f the moving unitis a Foot unit and the reacting unit is
cavalry unit, no die roll is made, facing change is automatic
a)ut optional).

5.5 Orders to out of command units

An out of command unit may only receive Move (but it may.
not Attack), Fire or Withdraw Orders and those Orders co
two OPs.

Py 7.0.1A ZOC does not extend into a hex where movement is
6.0 FACING AN S prohibited (see the Terrain Effects Chart).

All  combat units must Front | Front

always be faced in a hex so.—~
that the top of the unit (the| gj4nk
side with the identifying [_
colored stripe and the name) ™
faces towards a hex vertex 7.1.1 Cavalry units are not affected by a foot unit's ZOC.
(between two hexsides). A Cavalry units may be subjected to Reaction Fire (10.4).

Personalities have no facing. T
Fig.1

7.1 Effects of ZOC

All combat units must cease movement when entering an
enemy ZOC.

7.1.2 Personalities are not forced to stop upon entering an

) o . enemy ZOC (but see rule 13.1.4).
6.0.1The two hexes towards which the unit is oriented are

said to be its fontal hexes, those to the sides are its a "
hexes, and those behind are its rear hexes (see fig.1). m?'z Exmng an enemy Z0C
i , A unit that begins its movement in an enemy ZOC may
ifi.of.rZQtulnr;t )r(nay only Move/Attack and Charge into one Ofvoluntarily move out of that enemy ZOC only if it receives
S rontal Nexes. an Order to Withdraw (5.3.4) or Echelon (12.3).

6.1 Facing Change 7.2.1 Units voluntarily leaving the frontal hex of a missile

] . ] ] _unit are subject to Exit Reaction Fire (10.4.2).
In order to change its facing, a combat unit must pivot within

its hex. Cavalry units pay one movement point to chang
facing by any number of vertices. Foot units pay a cost c%o MOVEMENT
one movement point for each vertex of facing change

Missile units which change facing are affected as of rule§-1 Movement Allowances
10.3.3 and 10.4.3. The units’ Movement Allowances (MA) are not printed on

6.1.1Units mav not chanae facin hile in an enem ZOCthe counters. Instead it can be found for each unit on the
" . y g ing whiie ! y Movement Allowance Chart. The Movement Allowance
(Exceptions: 10.7.1 and 10.9.1). ) . .
. . o _ (MA) is the basic allowance for a single Move/Attack or
6.1.2 Units may not change facing while in a fiendly- Carical Order (5.3.1). A combat unit receiving a

occupied hex during movement. Move/Attack or Carica! Order may move up to its full MA.

. . 8.1.1Personalities and Cavalry have an MA of 5, all other
6.2 Reaction Facmg Change combat units have an MA of 3 (see also the Movement
Any unit may change its facing by one vertex whenever aillowance Chart).
enemy unit enters and stops in a hex adjacent to its flank @1 5 A ynit moves tracin ;
) 1. g a path of contiguous hexes
rear hex (this does apply to Advance after combat, 10.9, arﬂqrough the hex grid, paying the cost of each hex entered (see
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Guelphs and Ghibellines 7

8.2). A unit's movement must be completed before anoth

one may move. %.2.10 Buildings, VillagesThese have no effect on play. All

units are always considered outside of buildings printed on
8.1.3A unit may be moved in any direction or combinationthe map.

of directions. However, a unit may only enter one of its
frontal hexes. In order for a unit to change direction, it mus
first change facing (6.1) by pivoting in the hex it occupies.

Designer Note: In no battle of G&G did armies use
buildings or part of them as components of their fleld
deployment. Only at Montaperti did some Guelph uhits
. organize a sort of defence in a building, after the rout of
8.2 Terrain Effects their army.

A unit expends Movement Poaints (MP) from its Movement

Allowance for each hex it enters. 3 Movement throuah combat units
The Terrain Effects Chart (TEC) explains, for each type 0?' 9

unit moving into a specific type ofterrain, the MP cost. 8.3.1 A unit may never move into or through a hex
containing an enemy combat unit or through hexes

indicated on the TEC. ) ]
, ) . 8.3.2Combat units may move, but not end their movement,
8.2.2 A moving unit may never enter a hex unless it hagexception: see 14.1, Palvesari) in hexes containing other

8.2.3Terrain may also affect shock and fire combat result&P-
by adjusting the column and/or modifying the die-roll when
determining combat results, as indicated on the TEC. 9.0 STACKING

8.2.4 Movement into/across certain terrain types (the TEC‘S
indicates which terrains) will cause certain units to suffer
Disruption (for Disruption see rule 11.0). 9.0.1 The Basic Stacking RuleA hex may contain one
This Disruption takes place at the moment the unit enters tifembat unit (Exception: see 14.1, Palvesari).

hex (even ifit's advancing or retreating after combat).

tacking refers to having more than one unitin a hex.

9.0.2 Personalities and informational markers do not count
8.2.5Clear terrain . There are three levels of Clear terrain infor stacking purposes. A hex may contain any number of
the game. The hexes containing two difierent Clear levelBersonalities and/or markers.

are considered to be at an intermediate altitude between the

two levels. Hexes at intermediate levels will affect co’mbalo_o COM BAT

(see TEC).
Example hex 1206 in Campaldino map is higher than hexT here are two kinds of Combat: Missile and Shock combat.
1205 and lower than hex 1207. Missile combat occurs during Step 4 of the Capitano’s

Activation Sequence (see 4.0). Shock combat occurs in Step

8.2.6 Small buildings, trees, other minor featuresSmall
o of the same sequence.

buildings and other minor terrain features like small tree
have no effect on game play. L. .
Also other minor features printed on the mBEpgmple: see  10.1 Missile Fire

Campaldino map in hexes 0203 or OB@&ve no effect on  There are two types of missile units: Archers and
play. Crosshowmen.

8.2.7 Rivers, Streams and BridgesRivers are depicted in 10,1 1Missile Fire may occur:

the hex center, while Streams are depicted on the hex border. os an individual Order (5.3.2).

Units may never enter River hexes. All bridges on the map As Reaction Fire (10.4).
are ignored, consider the other terrain in the hex.

10.1.2A Missile unit can fre at any .. £ <

Designer Note: In the battles of Montaperti afd gjngle target unit which is within its™\\ 1 || 1 //
Campaldino areas beyond the river are not playgble Missile Range, if it can trace a Linj AN J l

because they did not see any combat; while the bridge o f Sight (10.2) to that target. Missile ~+~ ™~
the map of Benevento was probably a mobile fordingrange is the maximum distance in | Fronf

structure and not really a bridge. hexes a Missile unit may fre at an rfv—-. :
8.2.8 Hill terrain. Hills represent terrain that was not ﬁgﬁqmi/hgn;:bx;fs#eexs:ngf tﬁetrﬁﬁﬁd : #L
particularly high, but however difficult to negotiate for an according to the cone of fire depicted Fig

army. An example of hill terrain is the hex 2706 on the Fig.2
Benevento map. In Flg.2.

8.2.9 WoodsOnly hexes completely covered with a woodg ~ §» 10.1.3All units with a Fire order or that executed
W Reaction Fire receive a “Fired” marker ater

features are considered “WoodsAn example of woods Btad | dirin
terrain is hex 2305 on the Montaperti map. Ing.
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8 Guelphs and Ghibellines

“Fired” markers on all Archers units of both sides areeffects from reaction missile fire occur immediately.
removed at the end of each activation, while those on
Crossbow units are removed at the start AND at the end Ol
their Battaglias activation.

.4.1 Entry Reaction Fire When a unit ends its movement
o a frontal hex of a missile unit (this dagstinclude entry
as a result of Advance after Combat, but it does include entry

10.1.4A unit with a“Fired” marker on it cannot fre. for an Echelon order), that fiendly missile unit may fre a
volley at the entering unifNote: charged missile units must
10.2 Line of Sight check moral e before Reaction Fire, see (12.1.4).

A missile unit can fire a missile volley only at an enemyl10.4.2 Exit Reaction Fire When a unit voluntarily exits (f.e.
target unit to which it has an unobstructed Line Of Sighpy a Withdraw or an Echelon order) from the frontal hex of a
(LOS). Units trace a LOS by tracing a line fom the center ofissile unit, that missile unit may fire a volley at the moving
the firing unit's hex to the center of the target unit's hexunit at a range of 1.

passing through the fring unit's frontal hexsides. A LOSj0 4.3 Reaction Fire limitations.Missile Units that Change
may not be traced through fiendly or enemy combat units. facing as a reaction to enemy movements (see 6.2) have a -1
10.2.1Ifthe LOS is traced through any portion of a hex withPenalty to the diceroll on the Fire Table. Missile Units with a
Hill, Wood or Building terrain, or with terrain at higher “Fired” marker on them cannot Reaction Fire.

elevation than the firing and the target unit, or with other

units, then the LOS is blocked. A LOS that passes along B0).5 Shock Combat

hexside is blocked only if both hexes contain blocking

terrain or units. 10.5.1 Attacks declaration.All attacks are declared during

Step 4 of the Capitano’s activation sequence, placing an
10.2.2 Missile units may always fre into adjacent hexes,” Attack” or “Carical” marker pointing towards the selected

regardless of LOS. enemy unit at the end of friendly unit's movement. A fiendly

unit may attack one and only one enemy unit: if more than

10.3 Fire Effects one enemy unit is in its ZOC, it must select which one to
) attack.

The Fire Table is used to determine the effects of Missile ) ) ]

fire. For each fire volley find the correct column on the Firel0.5.2 Attacks resolution.During Step 5 of the Capitano’s
Table for that range, cross-index with the Armour class ofctivation sequence, units with an “Attack” or *“Carical”
the target unit, roll two dice, add the current Rating of thenarker must shock attack. Units with an “Attack” or
firing unit and any possible diceroll adjustments indicated Carical” markermust attack the unit declared during Step 4
under the Fire Table. (the target cannot be switched). No unit may attack unless

) ] ) ) stacked with one of these markers. The attacker determines
Ifthe modified diceroll result is equal to or higher than theiha order of resolution of the attacks.

number indicated on this chart for that range, then the target ] )

unit takes a Disruption (11.0); otherwise, no effect. If thel0.5.3Two or more friendly units may share the same target
chart indicates a “~” sign, no die roll is made. unit. In this case, the attacker must declare one unit as the
lead unit This unit will affect Shock combat, Retreat (10.7)
and Advance after combat (10.9).

10.3.2An unmodified diceroll of12 is always a Disruption. 14 5 4 Each unit may attack and be attacked only once per
Furthermore, if there is a Capitano in the hex fred on and&pock Combat Segment.

the unmodifed missile fire diceroll is 12, the Capitano has
been hit (roll the dice on the Capitano Wounded table for th .
effect). This is the only way a Capitano may be affected b 0.6 Shock Combat Resolution

Fire. The Shock Combat resolution sequence:

- . : . .- Calculate column adjustments and dice roll modifers
10.3.3Missile units with a Fire Order may change facing_ The attacker rolls two dice, add the dice roll modifers and

gir:;r(\)lﬁrgenxtr?gfl(—‘)irree ﬁ;eb’lebm they have a -1 penalty to thn‘nead the results under the correct adjusted column on the
' Shock Combat Table (SCT)

Designer note: Bows used in ltaly in th€" Ralf of the] - CH results are implemented as required

XIIl century were not surely the English longbow used in- Ifthe defender has received more CH than the attacker, he

the Hundred Years War. Also the crossbow in this pgriodnust now retreatb(ld results on the Shock Combat Table).

had not reached the penetration capability of the fwolf the defender cannot retreat (10.7.2) he receives an
following centuries. additional Cohesion hit

- Disruption results are implemented as required (see 10.6.6)
. . - Roll for Personality hits if required (13.1.5)

10.4 Reaction Fire - Ifthe attacked hex is empty because the defender retreated
Missile units may fire in reaction to enemy movement intcor routed, the lead unit of the attackamst enter the vacated
(Entry Reaction Fire) and out of (Exit Reaction Fire) theirhex

frontal hexes. Reaction fre is free, it has no OP cost. Alt Adjust the Victory Points tally.

10.3.1All effects from missile fire are immediately applied.
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Guelphs and Ghibellines 9

The base column for all combats is fecolumn of the

Shock Combat Table. The attacking player rolls two dice on

the appropriate cqumnO(if there are no adjustments),

adding any applicable modifiers and apply the result

indicated under the Shock Combat table.

Note: All combat units have the same combat valué.
shock combat between combat units always beging
columnO of the SCT.

A
on

Personalities in combat Add the combat value of the
attacking Capitano or hero and subtract the combat value
of a Capitano or hero stacked with the defender. The
result is a Shock combat diceroll modifier.

Only one Personality (one Capitano or one Hero but not
both) per side may add his combat value to a combat.
Enemy adjacent If any attacking unit is in the ZOC of
undisruptedenemy units and these enemy units are not
attacked by another fiendly unit in the same combat

Step, add -2 to the dicerolls for every enemy unit not
attacked. Remember that Cavalry isn’t affected by Foot
unit ZOCs, alsoin this case (7.1.1).

Palvesari see rule 14.0.2

10.6.1 Shock Combat Column adjustments

Regardless of modifiers the cumulative column shit may

never be less than -5 (5L) or more than +5 (5R).

The Column adjustments are: 10.6.3 The Shock Combat table

" Position advantage If any units are attacking through The numbers on the Shock Combat table are results
the defender's flank, the attacker gains a two colummxpressed in cohesion hits (CH). The number to the left of
shift to the right. If any units are attacking through thethe slash indicates the number of cohesion hits to the
defender’s rear, the attacker gains a three column shidttacking units, the number to the right indicates the cohesion
to the right. These modifiers are not cumulative: if bothhits to the defender; a D indicates the unit receives a
adjustments would apply, use the most favourabléDisruption (11.0), a — indicates no result.
adjustment regardless of the position of the lead unit.

Numerical advantage For each additional unit 10.6.41fthere is more than one attacking unit involved in a

attacking bevond the lead unit. the attacker gains Oncombat, the first cohesion hit is given to the lead unit while
g bey ’ 9 the other hits must be equally distributed to the other

column shit to the right. . . . X
. . attacking units. AD result is given to the lead unit only.
Unit Type: See the Unit Type Table. Compare the type g uni wts gV un y

of attackinglead unit with the type of defending unit. 10.6.5 Cohesion hitsEach time a unit suffers a hit, place a
The table indicates the column adjustment. Cohesion hit marker corresponding to the total number of
“Carical” : For each Cavalry unit with a “Carical” cohesion hits taken.

marker, the attacker gains a column shit to the right. |
is completely possible that in the same attack some uni

are in “Carical” and others are not. The unit bllows the procedure as written in rule 11.0 with

Disruption: Each Disrupted unit involved in a combat o important exception thitis not subject to the “1 CH
grants a column shit advantage to the opposing side. minimum’ rule .

Example Two Disrupted units are attacking a
Disrupted unit. The net adjustment for Disruption is on
shift i% favour of the defen]der P e10.7 Retreat

Protection: See the Armour Class Table. Compare thdfthe Shock Combat table indicates the defender has suffered
armour of the attackindead unit with that of the a number of hits greater than the attacker, the defender must
defending unit. The table indicates the column shit.  retreat (consider only bold results fom the Shock combat
Terrain : See the Terrain Effects chart. A unit attackingtable, not the possible additional CH caused by Disruption).
into terrain which causes Disruption is Disrupted (11.0)T he attacker never retreats.

before the attack. To qualiy for a higher elevationyq 7 1when required to retreat, the unit must retreat one hex

terrain_ bonu_s fom the TEC.:’ It is adequaf[e _that arbirectly away fom thdead attacking unit, in a direction
attacking unit (not necessarily the lead unit) is at Bpposite to the attack (see Fig.3)
higher elevation than the defender. e

40.6.6 Any time a unit receives a CH as a shock combat
Fasult, it also suffers a Disruption result

- -

10.6.2 Shock Combat dice roll modifiers

Regardless of the cumulative result, the diceroll modifier
cannot be greater thari— 5.

-

Refreot

Modifed dice rolls greater than 12 are considered 12, and
modified dice rolls less than 2 are considered 2.

The diceroll modifiers are:

Unit cohesion rating Subtract the current CR of the
defending unit from the current CR of the attackiead
unit. The result is a Shock combat diceroll modifier.
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10 Guelphs and Ghibellines

Ater retreat, the unit may freely change facing one vertex]2 1 Carical (Charge)
Personalities and Palvesari stacked with retreating combat )

A unit with this Order must move at least one hex

units follow the retreat, and ifthe combat unit is routed se . o
rule 13.1.7 and 14.0.4. /\ and attack enemy units (place a “Carica!” marker

_ . . Carical| on jt). It may not change facing in the hex
10.7.2Ifa unit cannot retreat due to impassable terrain or the adjacent to the charged unit.
presence of other units, (enemy ZOCs exert no effect in thishe Terrain Effects Chart indicates the type of terrain in
case) it receives an additional Cohesion Hit. which a Carica! is prohibited. Consider the terrain the

defender is in, and also the terrain of the hex where the

10.8 Rout charging unit ends its movement. If either of these terrains is

- o -
When a unit has received a number of cohesion hits equal P60h|b|ted, than Carical is prohibited.

or exceeding its printed cohesion rating, it immediatelyl2.1.1 A Disrupted cavalry unit cannot receive a Carical!
Routs, it is removed fom play and it is counted for enemyOrder and a cavalry unit Disrupted due to Reaction Fire or
Victory Points (17.1). Terrain immediately loses its “Carica!” marker (this marke

10.8.11f as a result of CH taken, all the attacking and;npazvigﬁeil;bsmmed for by an " Attack” marker, if the player

defending units Rout, the attacking player may keep one o
his units on the map with a number of CH equal to its printed2.1.21t is prohibited to give a Carica! Order to a cavalry
cohesion rating minus one. unit adjacent to enemy units.

12.1.3Cavalry with Carica! receive a column shitt to the
10.9 Advance after combat right on the Shock Combat T able.

The attacking lead unit (10.5.3) must ALWAYS advance if12 1 4Morale: Infantry, Crossbow or Archer units target o f
the attacked hex is empty at the end of combat (because thgnjt with a Carical Order must roll a diefore reaction
defender Retreated or Routed). This movement does n@te (Step 4.c of the Capitano Activation Sequence). If the

require an Order. result is greater than its current CR, the unit takes a
10.9.1 Units advancing ater combat may freely changePisruption; otherwise, no effect. Ifthis check causes the unit
facing one vertex. to Rout, the charging unit must advance.

10.9.2Standard and Heroes stacked withldas unit must
advance after combat. Capitani may advance.

12.2 Countercharge

Countercharge is a defensive reaction available only to

defending cavalry units. A Cavalry unit that is not Disrupted

11.0 DISRUPTION and is target of a Carica! in one of its two frontal hexeg ma
When a unit takes a Disruption result: attempt a Countercharge. As soon as a Carical has been

" Ifthe unit is undisrupted flip the counter to its Disruptegdeclared against an eligible enemy Cavalry unit, this latter

side. may countercharge. A cavalry unit may attempt a

If the unit is already Disrupted and receives ancountercharge only once per enemy activation.

additional Disruption, the player rolls one die: the uniti2.2.1To attempt a Countercharge the defender rolls the die
takes a number of CH equal to the difference betweepefore the Carical is resolved:

the die roll and its current CR, if this difference is~ |fthe die roll is equal to or lower than the defending

greater than 0. Ifthis difference is less than or equal to  cavalry’s current CR, the countercharge is successiul
0, the unit takes 1 CHX CH minimum” rule). It is (remove the “Carical” marker and place an “Attack”

possible for a unit to Rout because of this (see 10.8). marker on the attacking unit).

Note the important exception for Shock Combat in rule-  |f the die roll is higher than the defending cavalry's

10.6.6 current CR, the defending unit takes a Disruption.

11.1 Standard See 13.2.2
12.3 Echelon order

12.0 CAVALRY With this Order the player may exchange one Cavalry unit
(called the front unit) with another one ofthe saBattaglia

Cavalry is the only type of unit that can receive Carical Okjth the same facing and in its rear hex. The two units
Echelon Orders and attempt countercharge. maintain their original facing.

frontal hexes of Cavalry must roll a die before shock combaénemy ZOCsThe Cavalry unit that arrives adjacent to the
(Step 5.a ofthe Capitano Activation Sequence). If the resugnemy unit may Attack, ifthe player wishes (but it may not
is greater than its current CR, the unit takes a Disruption ang aricar)
must remove the Attack marker; otherwise, no effect.

12.3.2 CostEchelon order costs 2 Order Points.
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Guelphs and Ghibellines 11

13.0PERSONALITIES 13.1.12 The Capitano (or Adjutant) counter and his CC

marker on the CAT are removed fom play if there are no
Personalities are Capitani, Heroes and Standards (Standdrwre units of hiBattagliaon the map. This does not grant

bearers actually). VPs as for 17.1.1.
Personalities do not exert ZOCs and are not affected by
enemy ZOCs, except for rule 13.1.4 13.2 Standard
The Standard represents the banner of the entire army even if
13.1 CAPITANI belonging to a singl®attaglia They were usually directly

Basic rules concerning activation of Capitani and orders argommanded by the overall Commander.

explained in rules 3.0, 4.0 and 5.0.
13.2.1 The Standard must always end movement stacked

13.1.1 Capitano’s movementAn activated Capitano has a with a combat unit of the sanBattaglia.
movement allowance of5 and may move at any time durin

his Activation Phase. This movement costs no OP. %3.2.2When checking for Disruption (only), all combat units

] ] _stacked with or adjacent to a Standard of their army have
13.1.2A Capitano may not move more than once during hisheir current CR increased by +1.

Activation. . I
13.2.3If a combat unit stacked with its Standard Routs, the

13.1.3 Capitani may freely (don't pay as per 8.3.2) movestandard is captured. If this occurs, in addition to VPs
through and stack in hexes containing friendly units; assigned to the enemy side (17.1.1), the owning player rolls a
Capitano may never move into or through a hex containingie: all fiendly units within a range equal to the die-roll

an enemy combat unit. (counted in hexes, not movement points) receive a

13.1.4A Capitano may move into an enemy cavalry zocDisruption. This is the only way the Standard may suffer a
only if that hex already contains a fiendly combat unit. ~ combat result.

13.1.5 Capitani in combat A Capitano stacked with a 13.2.4Standards can be moved with a Move Order (cost: 1

combat unit yields a favourable modifier in shock combat, a89F) and have a movement allowance of 5 (_remem,ber
for rule 10.6.2. 13.2.1). Also they may freely move with the unit they’re
A Capitano stacked with a unit which receives one or mor&tacked with.
hits in shock combat, must roll a die. Add to the result the3.2 5Standards are not affected by Missile Fire.
total number of cohesion hits the unit has ater combat. Ifthe
final result is 8 or more, the Capitano has been wounded. S
also 10.3.2 for fire effects on Capitani. i%s Heroes
. . 13.3.1Heroes are present only in some battles, they must

\1/\:/%.1.6dAd\{Vg|undeg _Caplt(?n? Imustl r?LI on tTte Capitanoyyays be stacked with combat units of the s@attagiia

ounded table and iImme |aeyapp¥ € resut. .and yield modifiers in combat like Capitani. In a single
té‘ombat, only one personality modifier can be used, Capitano
or Hero.

13.1.71f a unit stacked with a Capitano routs, the Capitan0 3 3 Heroes can be moved with a Move Order (cost: 1 OP)
must immediately roll on the Capitano Wounded table. 'fheand have a movement allowance of five. Otherwise they may

remains alive, he receives fve free movement points tfe ey move with the unit they're stacked with. Heroes may
escape (see also rule 13.1.4) and, if he doesn'’t succeednt& attack alone

leave the hex, he is considered captured.

may be restored by a Recovery order (5.4).

. . . _ . 3.3.3Heroes must follow rule 13.1.5 in order to check if
13.1.81f a unit stacked with a Capitano receives hits anty e\ e wounded in combat, but with different effects. If
then routs, the Capitano must roll one time only directly OQ/vounded, they do not roll on the Wounded Table. Instead
the Wounded Table. they roll a die: 1-4 Grazed, no efect, 5-6 Killed.
13.1.9If a hex contains a Capitano alone and it is entered blf the combat unit they are stacked with Routs, the Hero is
an enemy combat unit, the Capitano receives five fre€onsidered dead or captured and is eliminated.
movement points to escape and, if he doesn’'t succeed

leave the hex, he is considered captured.

13.1.10 Adjutant Capitano An eliminated (or captured) 14 OPALVESARI

Capitano is flipped to its replacement side (Adjutant). Stack

13 3. 4Heroes are not affected by Missile Fire.

the Adjutant counter with any unit of hBattaglia. 7| The Palvesari (or Pavesari) were specialist troops,
The Adjutant has the same functions as the Capitano b shield bearers who carried the pavise (a large
inferior ratings, as indicated on the counter. mantled-shield which was rested on the ground) to

13.1.11When a Capitano or Adjutant is killed (or captured) protect missile units.

halve the current Command Capacity of this Capitano on tHet.0.1 A hex occupied by a missile unit may contain one
CAT, rounding fractions up. (and not more than one) Palvesari unit of the sBat&aglia.
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12 Guelphs and Ghibellines

The Palvesari has the same facing as the missile unit stackefdthe same side are moveshe space upon the CAT,
with it. (except those still in “Reserve”) but not beyond their starting

14.0.2 A missile unit stacked with a Palvesari unit andvalue.

attacked through its frontal hexes has a dice roll modifier of
—2 when defending against missile fre and -1 whenl 7.0VICTORY

defending in shock combat. o _ . .

o Players gain Victory Points (VP) eliminating enemy units or
14.0.3A Palvesari unit has no CR and no Armour class. linficting cohesion hits on them. VPs are used to gain the
may not attack alone. Victory Level (VL) necessary to win the battle.

14.0.4 A Palvesari unit does not sufier Disruption or CH ] )
results and it is eliminated if attacked alone in a hex, beift 17.1 VICtOI’y points
unit stacked with it Routs.

14.0.5A Palvesari unit is not affected by Missile Fire.

14.0.6A Capitano expends only one OP to assign the sal |;[.i,.',|s 17.1.1Players gain VPs as folloyvs: -
Order to a Palvesari and the missile unit stacked with it. Cavalry: 1 VP for each Cohesion Hit inficted
Palvesari unit alone may receive only a Move or Withdrawon an enemy Cavalry unit; an additional +1 VP if the unit

Each player receives VPs for eliminating enemy
units and Personalities.

Order (cost: 1 OP). Palvesari don't exert ZOCs. routs.
Infantry, Archers and Crossbowmen: 2 VPs when the enemy
15 OCROSSBOWS unit routs (0 VP otherwise)

Palvesari: 0 VP
The use of crossbows in European warfare dates back fe@Pitano: if killed or captured, the opposing player receives
Roman times but the full development came with theld6 VP r_nultlphed by the combat modifier of that Capitano.
Crusades. The crossbow almost superseded bows in magg‘?roes killed or captured: 1d6
ltalian Communal armies in the XIIl century although theStandard: 1 Victoryevel
bow had a faster rate of fire than the average crossbow.  17.1.2VP are tallied on the Victory Track at the moment

15.1 Crossbow limitations To simulate the lower rate of they are gained.

fire of this weapon the Fired marker (10.1.3) on crossbow .
units is removed only at the begin and the end of itd7.2 Victory Level
Battaglids activation (during Step 3 and 6 of tBapitano’s

The Victory Level markers (VL) of both players

L9 . : Victory

Activation Sequencg This action has no OP cost. = | start on the 0 box on the Victory Track. Each
= time the VPs of one player reach the value

16.0BATTAGLIA IN RESERVE indicated in the scenario rules for that battle, the

_ _ . VL rises one space on the Victory Track and the
Every scenario has one or mdattagliaplaced in Reserve \/p marker is returned back to the 0 position.

(see the Battle Scenario rules)Battagliain Reserve must _ ) _

be released before it can be activated. 17.2.1Accelerating VL increase.When the VL of the active
The CC marker on the CAT of a Capitano that starts th&my is on the “2" box or more on the Victory Track, atter
scenario in Reserve begins with the “Reserve” side updny activation of a fiendly Capitano the owning player rolls

When a Capitano in Reserve is released, 1]|p his CC markdwo dice: ifthe result is equal to or less than the current VL
with the coat of arms face up. this latter is moved one space up on the Victory Track.

16.1A Capitano in “Reserve” can be released and activated?-2.2The first player whose VL reaches 12 wins (the enemy

only during a Basic Activation and can’t do anything untilamy Routs).
releas ed.

16.2 The Battle Scenario rules indicate specific conditiongj"?’ Sudden End

under which a Capitano in “Reserve” can be released. Whdithe roll for aContinuumor Interrupt attempt is higher than
released, a Capitano may act just like any other Capitanthhe sum of the Command Capacity of the two released (not
unless specified otherwise. “in Reserve”) Capitani of both side who occupy the highest
position on the CAT, the battle is finished and it is a draw.
Example:the highest released Guelph Capitano occupies the
“5” box on the CAT, while the highest released Ghibelline
16.4If an enemy unit moves adjacent, attacks or fres on anfapitano occupies the “4” box. On a die roll of 10 or more
in “Reserve” unit, thaBattaglia is automatically released. the battle is finished in a draw.

Flip the corresponding Capitano’s Command Capacity

marker on the CAT with the coat of arms face up.

16.3 Capitani in “Reserve” are affected by rule 4.Bdttle
confusion,even ifthey aren’t released yet.

. .. . . Europa Simulazioni © 2009
16.5 Any time that aBattagliain “Reserve” is voluntarily P1.0

(not per 16.4) released, all the Command Capacity markers
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BATTLE SCENARIO RULES S.2.2Movement phase: marching towards the battlefield.

Movement of the two armies towards the battlefield takes
These are the exclusive rules to play the three battles pface in movement turns. Each movement turn comprises
Guelphs and Ghibellines. For each battle, a historic#n€ player's movement turn and his opponent’s movement
scenario allows you to faithfully reproduce the course of théurn. Setup instructions indicate which player “move first” in
battle, with all the events which actually took place. A freeeach movement turn.
set-up scenario is also provided for each battle, allowingxample the " movement turn in Montaperti comprises the
players to explore other options regarding initial set-up ofuelph " movement turn and then the Ghibellin€ n

their respective armies. movement turn
Turns alternate between the two players, until the battle

; ; ; begins. During his own turn, one player moves his entire
S.1 HIStOfIC§| scenarlos' army. You can use the “Movement Turn” marker on the OP
What fllows is an explanation of the paragraphstable as a reminder of which turn is in progress for each

accompanying each historical scenario. player.

S.1.1 Set upFor eachBattaglia,the number of rows and the

hex locations of each row where the combat units of that Movement Movement

Battagliamust be deployed are provided. &

Ifthe number of available hexes in a row is greater than that Tam um

of the counters, the owning player may choose where to

deploy them. S.2.2.1At the beginning of his own movement turn, before
S.1.2 First activation. The Battaglia (or Battagli§ which ~ moving any unit, the player must roll two dice. All Capitani

must start the battle is indicated. whose CC on the CAT is in a position lower than the dice

) . ) . result, must move their CC one space down on the CAT if
S.1.3 ReservesT his paragraph lists thgattagliewhich start  they want to move (this is optional: one player may always

the scenario “In reserve”; thesBattaglie must be released gecide not to move Battaglia to avoid losing Command
before activating them. This paragraph also indicates theapacity). All other Capitani may move their units without
specific conditions by which a Capitano in “Reserve” can begnsequen ce.

released (see also 16.0 for generic rule to release “ly Battagliewhich are scheduled to enter the map in the

reserve”Battaglig. current turn are not subjected to the dice roll: they may freely
S.1.4 Victory. Victory conditions for both sides are MOVE.

indicated. S.2.2.2In a free set-up scenario solattagliedo not begin
S.1.5 Special rules.Special rules only applicable to the the game on the map, but instead their turn of entry on the
scenario. map is indicated in the setup instructions. The MP cost for

the entry hex on the map is increased by 1 MP for every
S2F t . friendly unit that has already entered the same hex in the

. ree set-up scenario same turn. Ifthe entry hexes oBattagliaare occupied, the
This kind of scenario allows players to explore more tacticanoving player may delay the turn of arrival of the units until
options to employ on the battlefield. A free set-up scenarighe blocking unit has been moved.

begins with the two armies marching towards the battleﬁelds.z.z.SDuring his own movement tum, the owning player

Then the battle begins. L :
g eselects all the Capitani he wants, one by one, in any order

For each battle, the initial start point for both armies, th sired. Once selected. a Capitano may move all the units of
armies’ movement sequence and the differences with respe&c‘? : ’ P y

to the historical scenario are indicated in the “Free set-up'> Battaglla up to their respective movement al_low_ance_,
scenario” paragraph rder Points are not required to do this. All units in this

phase may only move and they may never arrive adjacent to
S.2.0.1In a free set-up scenario, all standard rules and al#nemy units.
historical scenario rules are applicable, unless otherwis

: . . §€.2.2.4The free set-up scenario movement pliaseinates
specified in the free set-up scenario rules.

when one player in his own turn declares he wants to activate
S.2.1Preparing the free set-up scenarioOne of the three one of his Battaglie (which is not “In reserve”). The
battles is chosemll Command Capacity markers (CC) of Capitano so receives a number of Order Points according to
theBattaglieinvolved in the battle (included those indicated 5.1.1 (this is considered a Basic Activation) and the game
“In reserve” in the historical scenario which are placed ircontinues with the standard rules of G&G (at the end of his
their “In reserve”, face down, position) are placed on thectivation, the Capitano counter receives *h attivation
position on the Capitano Activation Track for their army, marker and his CC marker is moved one space down on the
corresponding to the number displayed on the CC count€ZAT). At least one unit of thiBattaglia must receive a
front. All units ofthe involvedBattaglieare placed in their Carica!, Attack (ending its movement in contact with an
respective initial hexes, as indicated in the free set-ugnemy unit ) or Fire order.

scenario instructions.
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S.2.25 If the free set-up scenario movement phase
terminates with some of thBattaglie not already (or not
completely) on the map, the8attagliemay enter (or move
on) the map once they are activated.

S.2.3 Reserve.In reserve Battaglie may move in the
movement turns before the battle, but they maintain their “Ir
reserve” status and the rules for their activation in the
historical scenario do apply, unless otherwise specified.

Arras killed the Florence leader lacopino Rangoni
Modena and so the Guelphs began to fly. The Ghibel
started to pursue and began the great carnage w
turned the Arbia red ("lo strazio e 'l grande scempio
fece I'Arbia colorata in rosso”, Dante, Divina Commeq
Inf. X, 84-85) and lasted until the night. Losses
estimated as 10,000 casualties and 15,000 prisoner

the Guelphs, while only 600 casualties and 400 wourj
for the Ghibellines.

S.2.4 March fatigue Every scenario indicates the number of

movement turns after which march fatigue is possible. AiterS

that number of turns (for both players), if the battle is not

3 Montaperti historical scenario

begun yet, the Movement Turn markers are placed back af 3 1 Setup(see the set up table).

the £ position of the OP Track. Movement turns are tracked

ines
nich
che
ia,
are

5 for
ded

to their marching dice roll (S.2.2.1) the value of the currenf* cavalry unit represents 100/150 mounted men at arms. An

goes again to the 3 position on the OP track, add +3)

unit represents about 100 men with a Palvese shield.

S.3.2 First activations. The Ghibelline player begins play
and he does that by activating first tBattaglia of Anglano
and then that of Aldobrandino (this secdsattagliais freely
activated, in the sense that no dice roll for@mntinuumis
required). Each of thedgattaglieis required to give at least
4 orders of Carica! and/or Attack.

LA RBIA COLORATA IN ROSSO :
M ONTAPERTI, 1260

Atfter that, the Ghibelline player may do a third free
activation with a Capitano of his choice (and again, no dice
roll for Continuumis required).

S.3.2.1All attacks conducted during the first two activations
gain an additional +1 to the dice roll on the SCT.

S.3.2.2Atfter the activation of the first threRattaglie, play
resumes normally (place a 1st Act marker on the last

activated Capitano).

S.3.3 ReservesT heBattaglieof Arras, Bigozzi, Tornaquinci
and Rangoni begin the game In reserve.

The battle of Montaperti, one of the largest battles in
Italian Middle Ages, was fought on Sept 4th, 1260 n
Siena, between the troops of the Siena-lead Ghibe
coalition and those of the Guelph alliance, under

command of Florence. In the first hours of the morn
the Ghibelline army, inferior in numbers (according
the more probable sources, 1600 cavalrymen and 17
foot units against 3000 cavalrymen and 28.000 f
units), crossed the river Arbia taking the Guelphs

the8.3.3.1 Rangoni and BigozzTheBattaglieof Rangoni and
€arBigozzi can be activated only if the enemy Victory Level is 1

ling more.
he

ng,S-3.3.2Tornaquinci. The Battaglia of Tornaquinci can be
to activated only if the Ghibelline Victory Level is 7 or more.

00Q; 3 33 Earl of Amas. The activation of thisBattaglia

%Otbllows special rules, see S.3.6
y

surprise, who did not expect to fight on that day. The fights 3 4 Fiorentine Ghibellines in the Guelph army

began when the Ghibelline cavalry, mainly compose
German cavalrymen, attacked the Guelph cava
deployed on the right flank of the Guelph arr

generating a furious melee. Soon after, the Siefese]

infantry attacked the Guelphs too and the fight gener|
spread over the battlefield. The Ghibelline army
soon in difficulty because of their numerical inferiori
but in the meantime the formation of the Earl of Ar

j of
ry,
Ny,

the
ese
tter
hem
Dy
ese

J the

A part of the Ghibellines from Florence did not leave
city after its seizure by the Guelphs. At Montaperti th
Ghibellines were part of the Guelph army, as these I3
probably did not have enough confidence to leave t
alone in the city. Following secret deals, proba
stipulated beforehand with the Florentine exiles, th
Ghibellines, seeing the Sienese counterattack, hoiste

ally
jas

yy
as

(200 cavalrymen e 200 foot units) made an encirc
manoeuvre and then attacked the Florence continge

the rear; the Ghibellines of Florence in the Guelph army,
forced to follow this latter army against their will,

changed side; these events proved decisive. The sal

ing

: the
tin

be
rd-
and,

Ghibelline colours and attacked the Guelph center in
rear. In this combat, a knight (commonly thought to
Bocca degli Abati) approached the Florentine standg
bearer Jacopo de' Pazzi and cleanly sheared his h
which bore the ensign.
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S.3.4.1The forentine Ghibellines in the Guelph army arelnterruptio to stop this sequence @ontinuumactivations of
thought to be inside the “Firenze” cavalry unit of Rangoni’sArras’s Battaglia and the Ghibelline player may not try a
Battaglia (the one with the red Ghibelline shield) stackedContinuumwith another Capitano.

with the Standard. The only order this unit may receive untiDnce this sequence Gbntinuumis terminated, th8attaglia
the Ghibellines obtain the event “Tradimento” (S.3.5) isofthe Earl of Arras follows the normal rules on activations.
Move (it may not Attack).

The Battaglia of the Earl of Arras, 200 cavalrymen strgng
S.3.4.2No unit of Rangoni’ Battaglia may ever voluntarily and with the same number of archers, performed| an

move out of Rangoni’'s command range until the eveny outflanking maneuver on the south flank of the Guglph
“Tradimento” takes place. army and attacked the Florentines in the rear.

S.3.5 “Tradimento” (Treason) During a basic activation, S 3.7 Carroccio.The Carroccio was a banner-wagon drawn
the Ghibelline playemay try to activate the forentine by oxen which served both as a rally point and as the symbol
Ghibellines in the Guelph army, instead of activating one oéf its city; its capture by the enemy was regarded as an
his Capitani. To do this, the Ghibelline Victory Level mustirreversible defeat and humiliation.

be greater than or equal to the Guelph amé the Battaglia . .

of Niccold da Bigozzi must have already been activated-3:7-1The Carroccio may receive only the Move Order or
(S.3.3.1). The Ghibelline player must roll a die: on a die-rolthe Rally Special Order. The Carroccio has a MA of 1.

of 1 to 5, the forentine Ghibellines of the Guelph armys.3.7.2The Carroccio ZOC extends through all six hexes
betray: the Tradimento event takes place and rules S.3.%gdjacent to it (the Carroccio has no Flank or Rear hexes, only
and S.3.5.3 are applied; on a 6 result the Ghibelline player fsront hexes) and it is considered infantry for ZOC effects .
considered to Pass (game switches to the Guelph player,

the . .
Ghibelline player may retry the Tradimento later). g.3.7.3A combat unit (and only one) may stack with the

) ) _ Carroccio and this unit is considered to have only fontal
S.3.5.1If the “Firenze” Guelph cavalry unit of Rangoni’'s hexes for ZOC and combat purposes. This is an exception to
Battaglia stacked with the Standard is attacked before theyles 6.0.2 and 9.0.1.
Tradimento event takes place as for S.3.5, this latter

immediately takes place and the rules S.3.5.2 and S.3.5.3 ae>: /-4 he Carroccio may never attack and gives the beneft
applied. Then combat is resolved. in S.3.7.2 when attacked stacked with another fiendly unit.

If the Rangoni’sBattaglia is stil in Reserve when the The Carroccio alone in a hex is eliminated if under attack. It

Tradimento event takes place, then it immediately loses it§ eliminated if stacked with a unit forced to retreat. it
Reserve status without the bonus to the other Capitani as Bfected by enemy fre.

rule 16.5. . . .
S.3.8 Rally.An active Capitano may give a Rally Order to

S.3.5.2 Treason attack to the Guelph Standardnce the activate the Carroccio: this is a Special Order (5.4). To
Tradimento of the florentine Ghibellines takes place, thgeceive this kind of order, the Carroccio is not required to be
Ghibelline player rolls a die: on a die-roll from 2 to 6 thewithin the Command Range of the active Capitano_

Guelph Standard is eliminated from play, with all the ) o
consequences for eliminating the Standard applied; on a 2-3-8.1By means of a Rally Order, previously eliminated

result the florentine Ghibellines in the Guelph army havé/Nits may retum to the battlefeld. _
been eliminated without any damage. Roll a die: the Capitano receives a number of routed units of

his Battagliaequal to half (rounded down) the die roll result
S.3.5.3Regardless the outcome of the_z attack_ on _the Gu elpfdne is zero).

Standard by rule S.3.5.2, the forentine Ghibellines in thealvesari unitsannotreturn to play using the Rally Special
Guelph army are considered eliminated fom play. The)der.

“Firenze” Guelph cavalry unit stacked with the Standard

suffers Cohesion Hits equal to a die roll (these count as-3:82The player must immediately return to play this
Ghibelline VPs). number of routed units. Ifthe player can’t or won’t do so, he

loses this option. It is not possible to save some of them to let
S.3.5.4After a Tradimento takes place, the Ghibelline playefthem enter later.
may try aContinuumto activate one of hiBattaglieor Pass. ) ] )

S.3.8.3For each rallied unit the player must roll a die. The
S.3.6 Earl of Arras. TheBattagliaof the Earl of Arras may unit returns in play with that number of cohesion hits (but
be activated by the Ghibelline player only afer thePreviously lost VPs are not restored), if the cohesion hits
Tradimento event takes place (S.3.5). equal or exceed its original CR the unit is Routed again and

is again eliminated, but does not count again for Victory
S.3.6.1When activated, thBattaglia of the Earl of Arras  points.

appears within two hexes of hex 1502 (on the Borro Rigag . . .
ri\egr). ( gS.3.8.4 Returning units appear on or adjacent to the

Carroccio as per stacking rules, also in enemy ZOC.
S.3.6.2After the first activation, the Earl of Arras may try an
unlimited number ofContinuum(ignore rule 4.3) until he

fails aContinuumor Passes. The Guelph player may not try
Europa Simulazioni © 2009
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S.3.9 Victory. Victory points are normally calculated for
both sides (see 17.1.1), but the capture of the enel
Carroccio causes an immediétiendly victory .

S.5 Montaperti optional rules

ptional rules are applicable both to the Historical and
et-up scenarios.

S.3.9.1Long game. Guelph Victory Level rises one level s 5.1 Contingent of Volterra (optional)

every 5 Victory Points; Ghibelline, every 10 VPs.

S.3.9.2 Short gameGuelph Victory Level rises one level
every 4 Victory Points; Ghibelline, every 8 VPs.

S.4 Montaperti free set-up scenario

S.4.1 Set-up(see the set up table).

Designer note: to allow a smoother simulation, the
Battaglie of Aldobrandino and Tegghiaio start from the
map border instead than by the bridge (as it happened

historically).

Many communal cities had been forced to take par
the Guelph League or had been seized by
Florentines, which had imposed on them a “friend
government. Therefore militia from these cities were
particularly enthusiastic about fighting for th
Florentine cause. The commune city of Volte
according to the chronicles, deployed 2,000 soldiers
Montaperti and the list of prisoners ransomed
Volterra contains 2,000 men. That leads us to concl
that their participation in the battle was litie more th
formal.

p

S.4.1.1March fatigue takes place ater Movement Téurn

S.4.2 Reserve.The Battaglieof Rangoni and Bigozzi may
voluntarily lose their Reserve status before the battle.

S.4.2.1 Rangoni and Bigozz. Players may remove the before combat takes place.

Reserve status fom thgattaglieof Rangoni and Bigozzi. If g g5 1 3aAn attacked “
they decide to do so, they must do that before the battle ¢

not adjacent to other (non Volterra) undisrupted Gu

begins and the enemy side eans 1d6 VPs for that. Guelphiq

side decides first.

S.4.3Arras entry and activation. Before the battle begins,

S.5.2 “Religiosi” (Armed religious unit, optional).

Yy
not

e
ra,

Free

in

the

at

by
ude

Tn
S.5.1.1The two counters named “VolterraBdttaglia of
Jacopo da Rangoni) cannot receive an Attack order.

S.5.1.2If attacked, they suffer an automatic Disruption

Volterra” unit automatically Routs ifit

elph

the Ghibelline player must secretly write down in which oneTl he “Religiosi” (Armed Religious) unit is part of Bigozzi's

north or west map-edge hex betwedA01 and 0107

inclusive, theBattaglia of Arras will enter the map. Rule does not count for stacking (9.0).

S.3.6is applied for other operations regarding Arras.

S.4.3.1Before the battle begins, the Ghibelline player may| (Bigozzi) many priests and friars there were, some
decide to renounce the outfanking manoeuvre and so joif arms some without, to help and comfort the brigades.’

Ventura wrote in his chronicles: “With this brigag

the two Cavalry units of Arras to tlgattagliaof Anglano.
In this case the Arras counter and his CC marker ar
removed from the game.

Battagliaand must always stay stacked with the Carroccio. It

e

vith

§.5.2.1“Religiosi” follow the same stacking and movement
rules as the Palvesari.

_ _ _ S.5.2.2 "Religiosi” never become Disrupted (Disruption
S.4.4 Tradimento preparation. Before the battle begins, results are ignored), do not sufer CH and may never retreat.

both players must secretly write down if they intend to spen
Victory Levels to prevent (by the Guelph part) or to allow
(by the Ghibelline part) the Tradimento event.

g.5.2.3AII Ghibelline units adjacent to “Religiosi” unit have
their CR increased by +1.

When the free set-up scenario Movement Phase terminatés,5.2.4 If an enemy unit enters a hex occupied by the

both players must reveal if they decided to spend (in thisReligiosi” unit alone, this latter is removed from play and
case add the spent VLs to the enemy side) or not VLs. If thgpth players (right: both!) earn 2 VP.

D

VLs spent by the Guelph side are greater than those of t
Ghibelline side, the Tradimento event will never happen,

disregard rule S.3.5. Otherwise rule S.3.5 is normally in

effect.

Designer note: The Guelph side loses VPs for kil

priests, while the Ghibelline side loses VPs for log
moral support.

S.4.4.1If the Tradimento event cannot happen (due to rul:
S.4.4), theBattaglia of Arras can activate only after Bigozzi
activates.

THE TWILIGHT OF THE
HOHENSTAUFEN: BENEVENTO, 1266

ing
ing

S.4.5In Montaperti’'s free set-up scenario rule S.3.2 “First
Activations” is not applied. All attacks conducted during the
first activation gain an additional +1 to the dice roll on the

SCT, only if the first activateBattagliais Ghibelline.

Following the crusade banned by Pope Clement
against Manfredi, king of Sicilyy, a French arn
commanded by Charles of Anjou, earl of Provence

ny
and

brother of Louis IX king of France, invaded Italy,
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marching southward. After intense maneuvering andS.6.3.3 Robert. The Battaglia of Robert may only be
some skirmishes, while the Sicilian army was Lti|| activated ater thBattaglieof Charles and Guerra have been
gathering its forces, the decisive battle took placg inactivated.

Benevento, Feb

.6.3.4Gi Lancia. TheB lia of Gi Lanci
25th1 1266. The battle began in the morning with S.6.3.4Giordano Lancia. TheBattaglia of Giordano Lancia

an . .
I liaofDe M h
attack by the Saracen archers, which repulsed Chanles’may only be activated afer tiattagliaof De Mon'ort has

; -] > been activated.
infantry only to be defeated, soon after, by a decisive

charge of the French cavalry. S.6.3.5Galvano Lancia. The Battaglia of Galvano Lancia
The first wave of Manfredi's cavalry charged too and themay only be activated after tiattaglia of Giordano Lancia
fight easily spread over all the cavalry formations wihile has been activated.

each one, in turn, from one side and the other, joine the'8.6.3.6Mam‘redi. The Battaglia of Manfredi may only be

melée hoping to rout the enemy in a bold strike. Mgstly, iy ated afier theBattaglia of Giordano Lancia has been
due to the greater Swabian difficulties in maneuve NG, tivated

(the river was a major impediment to their deployment),
the course of the battle soon turned unfavourably |for
Manfredi.
Seeing the writing on the wall, several still uncommifted | The outcome of the battle was determined by the poor
contingents of Italian nobles of the Swabian reserve|left| coordination of the Ghibelline army. Their numerdus
the field while the outcome was still in doubt, abandoming| formations clashed against the Angevin army piecenjeal,
Manfredi to courageously meet his doom in battle. without mutual effective support and, in the end, they
The victory of Charles of Anjou marked the beginning of | were smashed by the continuous, better controlled French
the Angevin dynasty in Italy. Manfredi being defeated jand| waves. The XIX and XX century historians, interprefing
killed on the battlefield, Swabian power was crushed nd| the primary sources, explained the difficulties in the
the Ghibelline party in Italy definitively compromised for | Imperial command with their necessity to cross the rijver
many years to come ’lo Calore, beyond which Manfredi deployed his camp.
Contemporary scholars propose a different location [for
the battle site, anyway confirming the Ghibelline
command problems were due to the rugged terrain .

S.6.4 Confusion and lack of Ghibelline cooperation

S.6 Benevento historical scenario

S.6.1 Setup(see the set up table). The Ghibelline Capitani may not attem@ontinuum or

S.6.1.1 Game scaleEach hex represents about 100m acrossinterruptio (Exception: Saracens, S.6.6.1).
A cavalry unit represents 150/200 mounted men at arms. An ]
infantry unit represents about 1000/1500 infantry men . S.6.5 German cavalry tactics

S.6.2 First activation. The Ghibelline player begins play | Many sources (especially Andreas Ungarus) report {hat

and he does that by activating the Sara@attaglia the Germans slowly advanced on their horges,
maintaining a close formation.

S.6.2.1In this first activation, the Ghibelline player must
move all units of the SaraceBattaglia (regardless of the German cavalry may not receive a Carica! order but may
number of owned Order Points) and, at the end of thmormally Countercharge (12.2), if subjected to an enemy
activation, Archer units may also receive a Fire order (this isharge.

an exception to rule 5.1.1)

All Saracens archers must end their movement with at lea§t.6.6 SaracensThese are all Ghibelline units, both archers
an enemy unit in their fire range. and cavalry, named “ Saracens” on their counters. These units

The Saracen archers attacked the enemy infantry be forg ave special rules.

the army of Manfredi was completely deployed. S.6.6.1The Saracens’ Capitano may attempCantinuum
but not aninterruptia

S.6.3 ReservesAll the Battaglie in this scenario except
Saracens and De Mirepoix begin play in Reserve.

S.6.3.1De Monfort. The Battaglia of De Monfort may be
activated after at least one Guelph enemy unit has routed.

S.6.3.2Charles and Guerra. The Battaglie of Charles and S.6.6.4The Saracens Capitano has a Combat Value of 0, so

Guerra may only be activated after tBattaglia of De g glimination does not grant any VP to the enemy side
Monfort has been activated. The first time one of those two 9 y y '

Battaglie has been activated, the other also loses its “in
Reserve” status (flip the corresponding CCs on the CAT).
This counts only foone Battaglialosing its Reserve status,
see 16.5.

S.6.6.2The Saracens archers have a +1 die-roll modifier
when firing against infantry; —1 when firing against cavalry.

S.6.6.3The Saracens cavalry may not receive a Carica!
order, nor may it Countercharge.
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S.6.7 Barons of the Kingdom

S.7.4Saracens.Rule S.6.2.1 is used only if the Saracens
There had been many contacts between the Guelphs |n thgy4qiia is the frst one activated (see Rule S.2.2.4). All
Angevin army and the feudal troops of the Regno, whosgther rules controlling the Saracens remain in use.

loyalty was disputed by Manfredi himself. Many Barpns

of the Kingdom simply fled away from the battlefield ats. 7.5 Victory. In the free set up scenario all victory points
the climax of the fight. are calculated normally for both sides

The Barons of the Kingdom (the counters offiaétagliaof  S.7.5.1Both the Guelph and the Ghibelline Victory Levels
Mantedi with a ? instead ofa CR) have a variable CR. Thgo up 1 level for every 8 VP.

first time one of these units must be used, the Ghibelling 2 5.2Both sides win an immediate victorv by killing the
player rolls a die: a result from 1 to 4 is the CR assigned tg" "~~~ " = y by 9

the unit; with 5 or 6, the unit is permanently removed from°PPONent's King.

the game.

S.6.8 King. In this scenario, the Standard counters are nct

present, because the Standards are assumed to be with | HE SATURDAY OF S.BARNABA :
two kings (Charles and Manfredi). CAMPALDINO . 1289

S.6.8.1 A King counter has the same abilities as the
Standard, as indicated in rule 13.2.2. For the rest, the King
counter is treated like a normal Capitano. The Guelph army was mainly composed of Floreijtine
troops and formally commanded by the Angevin krjight
Aimeric de Narbonne. In effect the old veteran Guill
Bertrand de Durfort lead the troops. The Ghibelline

S.6.8.2Manfredi must always be stacked with a unit of his
Battagliaand he may never move away from the enemy (he
cannot move in such a way that, at end of his move, the
distance between him and the nearest enemy unit is
increas ed).

lords from Central Italy. It was commanded by the Bi
of Arezzo Guglielmino degli Umbertini. The two ar

S.6.9 Rally. In this scenario the Carroccio are not present
and Rally order may not be issued.

patron saint of Arezzo, compelled the Guelph formatign to
pull back, but the Arezzo troops, even if deeply penetrating
into the enemy ranks, did not manage to shatter themy and
S.6.10.1Both players’ Victory Level goes up 1 level every 7 [remained trapped between two wings of Guelph missile
VP. units. In the meantime, the Florentine Corso Dopat,

. . commanding the Guelph reserve cavalry of Pistoialand
S.6.10.2Barons of the King units (see S.6.7) are worth 4 . ; R iy
> Lucca, rejecting his orders to maintain his position, made
VPs each, when they are eliminated. No VPs for CH. ) 9 b

his mind up to attack the enemy lines engaged in the melee.

S.6.10.3A player wins and the game immediately stops, by |The Ghibelline cavalrymen so found themselves comp|etely
eliminating the opposing side’s king (Charles for the |encircled and were totally routed while the earl Gujdo

S.6.10 Victory. Victory Points are normally calculated for
both players.

Ghibellines; Manfredi for the Guelphs). Novello with the Ghibelline reserve withdrew into|its
castles without a fight.
S.7 Benevento free set—up scenario Among the many personalities who lost their lives in the
) plain of Campaldino, there were Guillaume Bertrand de
S.7.1 Set-ug(see the set up table). Durfort, and two illustrious Ghibelline captairs:
Buonconte da Montefeltro and the warrior bishop
S.7.1.1March fatigue takes place ater Movement THim Guglielmino degli Umbertini, who is still buried in :fwe
church of Certomondo.

S.7.2 ReservePlayers may remove the Reserve status from
all theBattagliewhich start the scenario in Reserve. Ifthey
decide to do so, they must declare that before play begins
(Guelph first) and the enemy side immediately gains 2d6
VPs for eactBattaglialosing Reserve status.

S.7.3 Confusion and missed Ghibelline cooperatiom he
Ghibelline player may voluntarily avoid limitations due to
rule S.6.4 for his owrBattaglie If he decides to do so,
before play begins he must declare whighttaglie will
avoid these limitations and the Guelph side receives 2
Victory Level for each declared GhibelliBattaglia
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S.8 Campaldino historical scenario S.8.5.2Reload. This is a peculiar order which may only be
given to Crossbow units belonging to the two Compagnie,
S.8.1 Setup(see the set up table). when these units have a Fired marker on them. This order

allows the Fired marker to be removed, costs 1 OP per unit
S.8.1.1 Game scalézach hex represents about 100m acrosSan it is the only order the unit may receive in an activation.
A cavalry unit represents about 100 mounted men at arms.
An infantry unit represents about 1000 infantry men. Ag g g Paladini.

Palvesari unit represents about 100 Palvesari.

“Of the three hundred feditori (Ghibelline) of the fifst

S.8.2 First activation. The Ghibelline player begins play array one was then chosen for each hand of 25 and they

and he does that by activating tBattagliaof Montefeltro. called them the twelve Paladini in order that theése

Al his unlt.s must receive a Carica! Qrder and end their assaulted with all their strength the main flags of [the
movement in contact with an enemy unit. foes.”

S.8.2.1All attacks conducted during this first activation gain

an additional +1 to the dice roll on the SCT. The Paladini counter is a Ghibelline hero (13.3) of the

Battaglia of Montefeltro which begins with the +2 side face
S.8.2.2 At the end of the activation of theBattaglia of  up.

Montefeltro, the Ghibelline player automatically activates
the Battaglia of Pazzo. At the end of Pazzo's activation
(place a 1Act. marker on Pazzo), play resumes normally.

S.8.6.1The first time that the Paladini counter is eliminated
(13.3.3), the counter is returned on the +1 side. The second
time, the counter is permanently removed from the game. If

S.8.3 Reserves.Battaglie of Maghinardo, Donati and the combat unit which the Paladini are stacked with is

Novello begin play in Reserve. Maghinardo may be freelfliminated, the Paladini counter is removed from the game,
activated in any Basic Activation. whether or not it has already suffered losses.

S.8.3.1 Corso Donati and Guido Novelldl heseBattaglie  S.8.7 Corso Donati.
follow special rules for their activation, see S.8.7 and S.8.8.

Corso Donati had received precise instructions nof] to
S.8.4 Weather attack without a formal order, but he anyway ordered |his
troops to charge with these words: “If we lose, | wan{ to
The weather, cloudy since the first hours of the mornjng, | die in the battle with my citizens; and if we win, whogver
got worse in the afternoon and, just after the Ghibelline| wants may come with us to Pistoia for condemnation.’
rout, a violent storm took place in the plain, prevent|ng
pursuit of the fleeing enemy army. TheBattaglia of Corso Donati begins in Reserve and it may
only be activated ater at least one Guelph cavalry unit has
At the beginning of the battle the Weather marker is placegyted.

on the “Fair’ box of the Weather Table on the map. Each . o ) . )
time that aContinuum, Interrupticor Victory Check die-roll ~ S-8.7.1 This activation is not automatic: Corso Donati
result is in the range indicated by the markex.:( with activates with a die-roll result of 6 or more; add the current

gets worse (the Weather marker advances one space to fs (if the Guelph player fails his activation, he is

right). considered to have Passed; he may retry later).
S.8.4.1If a “ Storm” takes place the game immediately endss.8.7.2The first time Corso ponati _is activated, he may try
with a Ghibelline marginal victory. an unlimited number o€ontinuum (ignore Standard Rule

4.3) until he Passes or fails @Gontinuum (the Ghibelline
Design Note: If the battle had concluded withou aplayer may not attempinterruptio to interrupt Donati's
decisive victory, the Guelph capitani would pull bagk, activations, while the Guelph player may not try to activate
judging it was enough of a demonstration of power il ananother Capitano).

enemy country.

S.8.8 Guido Novello.
S.8.5 Compagnia Bianca and Compagnia Rossd.he
“Compagnia Bianca” (Firenze units with a white stripe) and| The sixty-years-old earl Guido Novello judged the bdttle
the “Compagnia Rossa” (Firenze units with a red stripe) dg was lost (some also thought there was an agreement|with
not have a Capitano. the enemy) and decided not to attack the Guelph flank,
according to the battle plan settled on before the bdttle
with the Ghibelline capitani. Therefore he mustered |his

intact forces and fled to secure refuge in his beaufiful
castles.

S.8.5.1All Guelph Capitani may give orders to the units of

either Compagnia as if they were missile units of their own

Battaglia, provided these units are within their command

range. A Capitano may give orders only to the units of on

Compagnia at a time in a given activation. TheBattaglia of Guido Novello may only be activated ater
the Battagliaof Corso Donati has been activated.
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S.8.8.1In the first Ghibelline Basic Activation ater the S.9.2 ReserveThe Guelph Player may remove the Reserve
Battaglia of Corso Donati has been activated, the Ghibellinestatus from theBattaglie of Maghinardo which starts the
player must try to activate theBattaglia of Guido Novello. scenario in Reserve. If he decides to do so, he must declare
This activation is not automatic; Guido Novello activatesthat before the Movement Phase begins and the enemy side
with a die-roll result of 3 or more; subtract the currentimmediately gains 1d6 VPs.

Guelph VL from the die-roll. A natural die-roll of 6 always

succeeds. S.9.3 Guido Novello casting Both players must secretly
Ifthe Ghibelline player fails this activation, tBattagliaof = write down if they intend to spend 1 VL to remove
Guido Novello is permanently removed from the game andGhibelline side) or leave (Guelph side) rule S.8.8.1
all its units are considered Routed (no VPs are assigned, bnegarding Guido Novello'Battaglia

the Guelph side gain3 VLs). In addition, the Ghibelline When the Free Set-up scenario Movement Phase terminates,
player is considered to have Passed. both players must declare if they have spent or not the VL
S.8.9 Guelph Camp. (and add 1 VL to the enemy side, in the event).

S.9.3.1If the Ghibelline player has spent the VL while the
The Guelphs created a barrier with the wagon trains andGuelph player has not, rule S.8.8.1 does not apply, otherwise
the cattle in the rearguard with the intent to prevent a it does apply. If rule S.8.8.1 turns out not to be applied, the
possible withdrawal of the army and to form a musterjng Battaglia of Guido Novello is simply considered to be “in

point. Reserve” and it may be normally activated in any Basic
. Activation.
The Guelph Camp is represented by hexes 1903, 2004 e
2104-07. S.9.4Rule S.8.2.1is in effect. Rest of rule S.8.2is nat.

S.8.9.1Guelph units which have the Guelph Camp in thei§-9.5 Victory. In the free set-up scenario Victory Points are
rear hexes do not retreat ater combat. they simply remajtermally calculated for both players.

where they are, without other efiects. S.9.5.1 Guelph Victory Level raises 1 level every 4 VPs.

S.8.9.2Ghibelline units entering a Guelph Camp hex sufferGhibelline Victory Level raises 1 level every 8 VPs.
an automatic Disruption and must end their movement there.

S.8.9.3Every time that a Ghibelline unit enters a Guelphs-:l-0 Campaldino Fast Furious scenario.

Camp hex, the Ghibelline player earns, one time only per . . . N
hex, 1 Victory Level (never lost even if the Guelph Side"l"hlS scenario allows to play a faster Campaldino historical

recaptures it). scenario.

S.10.1The CC of all Capitani in the 6 space or higher are
S.8.10 Durfort. Guillaume Bertrand de Durfort has |owered two spaces (and not one) every time that rules
Narbonne on the back of his Capitano courgee(the battle require that. Those on the 5 space or less, follow the normal
description). Narbonne is an Adjutant (13.1.10). rules.

S.10.2 Guelph Victory Level raises 1 level every 3 VPs.

S8.11 Rally. At Campaldino both sides had their own ==~ . .
y P Ghibelline Victory Level raises 1 level every 5 VPs.

Carroccio (see S.3.7).
The Florentine Carroccio was in the Guelph camp, while that
of Arezzo was at the Certomondo Abbey (so these units are
not present in the countermix).

S.8.11.1Both players may use the rally special order (S.3.8).
Rallied Guelph units appear in the Guelph Camp; rallied
Ghibelline units appear at the Certomondo Abbey (hex.:
0210).
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S.8.12 Victory. Victory Points are normally calculated for
both players.

S.8.12.1Guelph Victory Level raises 1 level every 4 VPs.
Ghibelline Victory Level raises 1 level every 8 VPs.

S.9 Campaldino Free set-up scenario

S.9.1 Setup(see the set up table).

S.9.1.1March fatigue takes place ater Movement T&mn
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EXAMPLE : GENERAL COURSEOFPLAY

Example excerpted from the Battle of Campaldino, cf. Fig. 4

The Ghibelline player has just fnished his second consecutive amtivafiMontefeltro. So he can try Gontinuumwith
Guglielmino or Pazzo, while he cannot choose Montefeltro again (8)eat.Novello (16.1). The Ghibelline player decides
to pass and so the Guelph player becomes the active player (4.1)s @ldasic Activation for the Guelph side, so the player
may activate any of his Capitani, also in Reserve if wished (1@ittjout any dice roll. He decides to activate Vieri, this one
receiving 6 Order Points (5.1) and being moved into the “5” box of the G#&P 1).

When Vieri has fnished his activation the Guelph player may pgsaontinuumwith the same Vieri, or with Mangiatori or
Durfort. He decides to activate Durfort, he rolls two dice ahthins a 5. As Durfort is in the “7” box of the CAT, the
Continuumis successful. The Command Capacity marker of Durfort is maowedhie “6” box of the CAT (step 2).

At this point the Ghibelline player must decide to tryl@rerruptio (4.2) or let Durfort activates. He decides to try an
Interruptio with Montefeltro. He must roll 9 orless to succeed: he rolls iontefeltro becomes the active Capitano, receives
5 Order Points (5.1.2) and his Command Capacity marker is movedhéritd’'tbox of the CAT (step 3).

Montefeltro completes his activation. At this point the Ghibellphayer decides to try &ontinuum trying his second
consecutive activation with Montefeltro. He must roll 8 or Iessucceed: he rolls a 9, so he fails. The Command Capacity

marker of Montefeltro is moved into “7” box of the CAT (step 4).
Play returns to the Guelph player. This is a Basic Activatiorthe Guelph player releases one of his reserves, Maghinardo,
and activates him: this latter receives 8 Order Points andtim&ker is moved into the “7” position ofthe CAT (step 5).

The Command Capacity markers of all other Guelph Capitani notdenReare moved one box upward on the CAT, but not
beyond their initial value (printed on the counter) (step 6).

After Maghinardo completes his activation, he trieCantinuumbut he rolls a 12, so rule 4.4.1 is applied (“Battle
Conifusion”). The Command Capacity marker of all Capitani (includeghiviardo) is moved downward one box on the CAT,
then the Guelph player becomes active with a Basic Activatiop {3te

At the end of the story, the CC markers on the CAT occupy the folloposgions:
Guelphs: Donati 9, Mangiatori 7, Maghinardo 6, Durfort 6, Vieri 5
Ghibellines: Guglielmino 7, Pazzo 6, Montefeltro 6, Novello 5

Fig.4
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into a series of frontal attacks. This is all true histéyi¢avhat
DESIGN NOTES you expect in a Xlll century European battle is a brutal dash of
] ) armies, where cavalry dominates the battlefield and infantry is
by Piergennaro Federico ofen a victim). But | wished to add a“free” set-up scenario for

: o . each battle, where the two armies are not yet on the bati|efiel
The aim of Guelphs and Ghibellines is to create a game systgg they have to manoeuvre in an attempt to deploy in an

allowing us to simulate some of the battles fought in Italy in thg 4, antageous position with respect to the enem
2nd half of the XIII century. These battles, notwithstandings,op, di\?enimeﬁto! P ¥

their importance and magnitude (at Montaperti, for example,

Siena and Firenze managed to put on the feld some 50,022

soldiers, while at Bowines, fty years before, no more thaBIBLIOGRAPHY
40,000 fought with the French King and the Emperor), were

almost ignored by wargame designers (excluding Benevento Iis'rimary sources:

the quadrigam@u fil de I'epeeancluded in Vae Victis French Compagni DinoCronica delle cose occorrenti ne’ tempi suoi

magazine). . . e . R
The primary objective is to simulate two of the main%]iﬁgmﬂ#a Niccold,Historia de rebus gestis Federici li eiusque

characteristics of the battles of the Xlll century: the proyess alaspina Saba&erum sicularum Historia,

(and fast) decrease of unit efficiency during the fight and th alispin RicordanoStoria fiorentina(Xlll secolo)

remarkable independence of iBattaglie (groupings of combat Niccolo di GiovannVentura La rotta di Montaperti
units belonging to the same formation) within one army, ngarus Andreas (Andreas Nicolai de Unga@iixonica.
keeping in mind that a real command structure did not exia\;. I%ni Giovanni.Nuova cronica. 9 '

The various Capitani considered the army commander 3S1%bro di l\/bntaberti a.c Cesare Paoli

primus inter paresand they often acted on their own initietive, ' '
while the cooperation among the variddattagliewas always General works:

troublesome. ; i

The first characteristic is simulated by the limited cagdoit \Ié\/%gr]lttgr?ir':/lfg L]%eArggséu Moyen AgBaris 1980,

commanders to give orders to their units. Atter any activation, Delbriick, History of the art of war, volume IIl. The
this capacity decreases, so players must plan their ganie to 4 parian Invasion Lincolh and London 1990, (ed. or.

in a short number of turns, manoeuvring their own troops gSegchichte der Kriegskunst im rahmen der poliischen
best they can. o o . Geschichhtev. I-Il, Berlin 1923).

The second characteristic is reached by activating one Capita§'or ance \Western warfare in the age of the Crusades, 1000-
and not dl the army & the same time: this rue compgsrpla 1300 |ondon 1999, '

to manoeuvre eadBattagliaas ifit was an independent unit, 8| Hogth Armies of Feudal Europe 1066-13(8k Peter Port
it historically happened, but anyway as part of a larger armny.yll '

fact players must have a general perception of their armyis “\jcolle, Medieval warfare source book. Warfare in Western
deployment or they risk to have a congested and chaotic froﬁthn'stendomLondon 1995,

where units fom friendly non-activiattaglie being impeded -~ oman A history of the art of war in the middle ages
from moving or to taking part in the battle, oten create afqnqon ’1924_

involuntary shield to enemy unts. A Santosuoss®arbari, predoni e infedeli: la guera nel Mediogvo
With the current victory conditions, | have tried to avoid thezgma 2005, Garban, p ' e LA o8

“frst reaching X losses is the loser” effect. Use ofuig points 3 £ 'verbruggen, The art of war in Western Europe during the
and vidory levels in my opinion allows us to finely simuléiet \1iqge Ages, Woodbridge 1997

slow“gain ofawareness of defeat” by either army. In fatet; af ) ' '
the initid slow attriion fight by the two amies, when one ofMedieval cavalry _ _

them manages to get an advantageous position, the other onB-igarber.The Knight and Chivalrylpswich 1970.
compelled to quickly reverse the situation to avoid a defeaf;- Cardini, Ale radici della cavalleia medievalenuova
well knowing that, if he does not manage to reach that goa inédlizione Milano 2004. _ ,

few turns, he will be defeated. J. Flori,Chevaliers et Chevalerie au Moyen Agaris 1998.
During the battles taken in consideration, there is no eviden : .

that some cavalry units abandoned the battlefield to pursue t |¥/\|/ﬂ éﬁ%rﬁglégﬁgﬁgyﬁella Toscana medievafaenze
routed enemy or that they fought dismounted; similarly ég v
source reports ammunition problems for archers or crossb )
So | did not insert rules about cavalry pursuit, firing units’y." 5 .. X : .
ammunitions, cavalry fighting dismounted or retreat befor 'S'C'l'a. a_I tgmpg d Fe,denco.IN.apoh 2003 )
combat, even if | do not exclude these rules may be inserted in Cgrdm" L acua_ratlzi_e cavaI|e>r(|.” itUd' sullalgc’:g;/allena nel
new games using this same system, but in other periods./ area{gonc 0 tqslsano elit I'.CO (s_ec_c. ell‘_l ,af")re&z% I .B \

As in any other medieval field battle, the two armies argedra ég7enn|, arco e gli arcieri neflitaia MedevaleBologna
one in font of the other, and, in the historical scenario, tr% :

. Amatuccio,Mirabiliter pugnaverunt. L’esercito del Regno

units’ low movement allowances, combined with the leaders’ -gal‘l"dg’h”a?o!‘a di F|r|e_|jzeF|r¢Szg ;%Z)g

activation system which makes them less and less effemsive Nirclzooll'e ﬁlgliallﬁnMeeg?ep\? aII grr?qri?sl 182')0_13@0” don 2002
the battle goes on, tends to discourage players from attemptigg Nicolle’ italian militiaman 126041392 ondon 1999 :
outflanking maneuvers or other tactics which may take g ! )

number of turns to be completed. That often transforms plag' Pier, Federico |l di Svevia e la guerra del suo temjpo

critti vari Torino 1966.
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P. Pieri|l Saraceni di Lucera nella storia militare medievate ~ Pazzo: Guglielmino dei Pazzi di Valdarno, aka Guglielmo Pazzo

“ASP" VI (1953). Pitigliano: Aldobrandino Rosso di Pitigliano
P. PieriL’evoluzione delle milizie comunali italignie Saritti Rangoni: lacopone Rangoni da Modena, podesta of Florence
vari, Torino 1966. Robert: Robert Il comte de Flandres

A. Settia,Comuni in guerra. Armi ed eserciti nell'ltalia delle Tegghiaio: Tegghiaio Aldobrandi degli Adimari
citta, Bologna 1993.
A. Settig Rapine, assedi, battaglie. La guerra nel Medigevo Combatunits

Roma-Bari 2002 Montaperti
D. P. Waley,Papal Armies in Thirteenth Centur§English  Assoldati: Florentine Assoldati (mercenary troops)
Historical Review”, LXXII, (1957). Aldobran.: Troops from the Contea Aldobrandesca (c)

D. P. Waley,The armies of the Florentine Repuplin Contado: Siena Contado
Florentine studies: politics and society in renaissanceFuoriusc.: Ghibeline Exiles fom Florence

Florence London 1968. Guardia: Florence Guardia Carroccio
Works on the battle of Montaperti Lombar.: L.ambardy (d)

F. Cardini - E. SalviniMonteaperti 1260. Guerra societa ed San GIm: San Gimignano

errori, Castelnuovo 1984. San Min.: San Miniato

R. Forzoni,La battaglia di Montaperti: | misteri dei luoghi
svelati dalla tradizione oraliAsciano 1991 Benevento
M. L. Lenzi, La Miizia dei Comuni e la batagiia di B0urgog.: Bourgogne
Monteaperti Castelnuovo 1983. gampgn--.c_appap'aR .
R. Marchionni, Eserdti Toscani (1). Senesi e Fiorentini a ~&M Re€gis: Faniia kegis .
Montapertj Siena 1996. Firenze Battaglia of Guerra): Florence Guelph side
R. Marchionni,| Senesi a Montaperiena 1992. Langued.: Languedoc

Lombar.: Lombardy

Works on the battle of Benevento R. Central: Central region

AA. VV., La battaglia di Benevent®enevento 1967.

. : P Campaldino
géggravett, German Medieval armies 1000-1300Dondon Alleati: Guelphs cities allied ofFirenze (€)

L. Maio, La battaglia di re Manfredi e la fine del dominio Feditori: Florentine Feditori

svevo sul territorio beneventantéRivista Storica del Sannio”  F1€Schi: Troops fom Fieschi (f
I (1995). Fuoriusc.: Ghibdline exiles

D. Nicolle, French Medieval armies 1000-1300ondon 1991,  Guidi: Troops fom Guido Novello

; . i . Maghinar.: Troops from Maghinardo
(E)rbrliglrol\?glséll_ialéa;tagha di Benevento nella tradizione dei Montefel.: Troops ffom Buonconte da Montefeltro

. Orvieto: Onvieto (g)
Works on the battle of Campaldino
AA.VV,, La battaglia di Campaldino a Popgtirenze 1999. (@) The full name of same Capitani is written on the back of

F. CanacciniCampaldinoT erni 2006. their CC counter

F. CanacciniGli eroi_ di CampaldinpFirenze 2002. (b) Anglano and Giordano are the same person

L.H. Orter,Campaldino 1289'Speculum” XLIII (1968). (c) Includes the contingents fom Terni and the other Ghibelline
cities

L IST OF ABBREVIATIONS (d) These are the contingents from the Guelph cities of the Po
valley

Capitani (a) (e) These are the contingents of the cities of Prato, ¥lt®an

Aldobran.: Aldobrandino Aldobrandeschi di SantaFlora Gimignano and San Miniato

Anglano: Giordano Lancia d'Agliano (d Anglano). Nephew of(f) Includes the contingents of the Savoy and from the Ordelafi

Galvano Lancia (b) (9) Includes the contingents of Perugia

Arras: Count Arras, Anglano's Seneschalc

Charles: Charles ler d'Anjou, King of France Louis IX's brother

Durfort: Guillaume Bertrand de Durfort

Giordano: Giordano Landa d'Agliano (d Anglano). Nephew 0'.CR EDITS

Galvano Lancia (b) o .

Guerra: Guido VI dei conti Guidi, aka Guido Guerra Design: Piergennaro Federico .
Guglidm.: Guglielmino degli Umbertini, bishop of Arezzo Development: Nicola Contardi, Marco Gnagnetti
Maghinar.: Maghinardo Pagani da Susinana, akathe devi ~ Map and box art Edo Tugnolo

” . i o ; Rules proofreading: Luigi Parmigiani
:\l/lanfredL Manftredi, re di Sicilia. lllegitimate son of deleric Playtesting: Alessandro Bray, Marco Ferrari, Loiis Pagnotta,

; - ; : ; Lucio Pagnotta, Dino Siliprandi, Marco Villa, Luigi Parmigia
erep0|x.. Hugues de Mirepoix, seigneur de Castres Translation assistance and rules editing: Donald Katz
Montfort: Philippe Il de Montfort-Castres Special tharks: dr E De lanni. for his historical h
Novello: Guido Novello dei conti Guidi pec anks. ar. Enzo De lanni, for nis histoncal researc

Narbonne: Aimeric de Narbonne about the Battle of Benevento.
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GUELPHS & GHIBELLINES : ORDER OFBATTLE

"L’Arbia colorata in
rosso": Montaperti 1260
Ghibelline Army
(background: dark blue)
Battaglia of Anglano

Cap. Anglano (1,4)

Hero: Gualtieri

6 C Germans 6 H
Battaglia of Salvani

Cap. Salvani (1,4)

Standard

1 CSiena6 H

1 CSiena6 M

1 C Fuoriusc. 7M

2CPisa6M

1 C Aldobran. 5 M

Battaglia of Aldobrandino

Cap. Aldobran. (1,6)

31Siena6M

2 | Contado 5M

21 Pisa5M

11Cortona5M

11 Aldobran. 5 L

2 X Siena5M

1 XPisa4d M

1 AContado 5L

1 ASiena5L

2 Palvesari Siena

1 Palvesari Pisa
Battaglia of Bigozz

Cap. Bigozzi (1,3)

Carroccio

Religiosi (optional)

2 CSiena6 M
Battaglia of Arras

Cap. Arras (2,3)

2 C Germans 6 H

Guelph Army
(background: yellow)
Battaglia of Pitigliano

Cap. Pitigliano (1,4)

4 C Firenze 6 M

2 C Assoldati 5M

1 C Assoddati 4 M

1C Arezzo 6 M

1 C Lucca6 M

1 C Bologna 5 M

1 C Piacenza5 M

1 C Orvieto 5M

1 C Pistoia5 M

1 C Pitigiano 5 M

1CPrato5M

1CSan Gim. 4 M
Battaglia of Tegghiaio

Cap. Tegghiaio (1,5)

4| Firenze 5 M

21 Arezzo 4 M

2 | Valdelsa 4 L

11 Luccad M

11Bologna4 M

11 Piacenza4 M

11 Orvieto 4 M

11 Pistoia4 M

1| Pitigliano 4 L

11 Prato3M

2 X Firenze 4 M

1 X Luccad M

1 X Lombard. 4 M

2 Palvesari Firenze

1 Palvesari Lucca

1 Palvesari Lombard.
Battaglia of Rangoni

Cap. Rangoni (1,3)

Standard

2 C Firenze 5 M

1 C Assoldati 4 M

11San Min. 4L

2 | Volterra3 M

1ASan Gim3L

1 A Campiglia 3 —
Battaglia of Tornaguinci

Cap. Tornag. (1,3)

Carroccio

1 C Guardia6 M

11 Valdelsa4 L

1 A Firenze 4 L

1 ACole3 -

The twilight of the
Hoenstaufens:
Benevento 1266
Ghibelline Army
(background: light blue)
Battaglia Saracens
Cap. Saracens (0,7)
7 A Saracens 4 —
Battaglia of Giordano
Lancia
Cap. Giordano (2,5)
6 C Germans 5 H
Battaglia of Galvano
Lancia
Cap. Galvano (1,5)
1CToscana5 M
2CToscana4 M
1 C Lombar.5 M
1 C Lombar. 4 M
1 C Saracens 5 L
Battaglia of Manfredi
Cap. Manfredi (1,4)
1 C Fam. Regis 6 M
1 CCalabria? M
1 CPuglia? M
1 C Campania? M

1 C Sicilia? M
1 CSaracens 5 L

Guelph Army

(background: pale yellow)

Battaglia of De Mirepoix
Cap. Mirepoix (1,6)
11 Provence 3 M
11 Flandres 3 M
1| Piccardie 3 M
11Guelfi4M
1 X Bourgog. 3 L
1 X Langued 3 L
1 X Flandres 3 L
1 X Provence 3 L

Battaglia of De Montfort
Cap. Montfort (2,5)
3 C Provence 6 M
2 C Provence 5 M

Battaglia of Charles |
Cap. Charles (1,5)
2 C Anjou6 M
1 C Langued. 6 M
1 C Langued. 5M
1CR.Centra5M

Battaglia of Guerra
Cap. Guerra (1,3)
1 C Firenze 6 M
1CGueli5M

Battaglia of Robert
Cap. Robert (2,4)
1 C Flandres 6 M
2 C Flandres 5 M
1 C Picardie 5 M

San Barnabas’ Saturday:

Campaldino 1289
Ghibelline Army
(background: blue)
Battaglia of Montefeltro

Cap. Montefel. (2,4)

Hero: Paladini

1 C Morntefel. 6 H

1 C Fuoriusc. 7M

1C Arezzo6 M
Battaglia of Pazzo

Cap. Pazzo (1,5)

Standard

1 C Fieschi 6 M

1 C Orvieto 6 M

2C Arezzo6 M
Battaglia of Guglielmino

Cap. Guglielm. (1,5)

21 Arezzo 5 M

11 Fuoriusc. 5 M

1| Fieschi 4 M

11 Orvieto 4 M

1 X Arezzo 4 M

1AArezzo 4 L

1 Palvesari Arezzo
Battaglia of Novello

Cap. Novello (1,4)

2 C Guidi 5M

11Guidi 4L

Guelphs Army
(backgr.: light yellow)
Battaglia of Vieri

Cap. Vieri (1,4)

3 C Feditori 6 M
Battaglia of Durfort

Cap. Durfort (1,4)/

Narbonne (2,2)

Standard

1 C Anjou6 M

1 CBologna5M

1 CSiena5M

1 C Aleati 5 M

2 C Assoldati 5M
Battaglia of Mangiatori

Cap. Mangiat. (1,6)

2 | Firenze 5 M

11 Bologna4 M

11Sienad4 M

11 Alleati 4 M
Battaglia of Maghinardo

Cap. Maghinar. (1,3)

1 C Maghinar. 5 M

1 CFirenze5 M
Battaglia of Donati

Cap. Donati (2,4)

1 C Pistoia5 M

1C Lucca5 M

11 Pistoia4 M

11Luccad M
Compagnia Rossa

1 X Firenze 4 M

1 AFirenze4 L

2 Palvesari Firenze
Compagnia Bianca

1 X Firenze 4 M

1 AFirenze4 L

2 Palvesari Firenze

Legend:

Unit type Armour class
C | Cavally | H| Heavy

X | Crosshow M Medium

| | Infantry | L | Light

A | Archer —| No armou

Ex: “3 1 Siena 6 M” means:

3 Infantry units,
named “Siena’, CR =6,
armour class = Medium
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