
Neville’s Cross - 17 October 1346

Scenario for ‘Au Fil de l’Epee’

From Vae Victis Quarterlies #10

Scenario by Francois Criscuolo

System by Frederic Bey

Translation by Roger Deal

1- Set up positions

    The units are listed by banner. Units are placed in the hexes listed, oriented as the owning player chooses. Defending player, in this case the English, sets up first. The markers “Remonte/Demonte” (“mount/dismount”) are not used by either side.

Scottish army of King David II; attackers: Note that some units of both armies begin fatigued as should be indicated by placing them with their fatigued side up.

David II, King of Scotland, army commander- 1403

Ch (2 6 4) 1603 fatigued

Ha (3 5 4) 1304

Ha (3 5 4) 1504

Ha (3 4 4) 1403

Ha (4 4 4) 1303

Pi (2 4 4) 1404

Pi (4 4 4) 1204

Pi (4 4 4) 1104

Ha (2 5 4) Highlanders 1503

Earl of Morey/Douglas - 2007

Ch (1 5 4) 1908 fatigued

Ha (2 5 4) 2007

Ha (3 5 4) 1087 fatigued

Pi (5 3 4) 1607

Pi (5 3 4) 1708 fatigued

Pi (5 3 4) 1808 fatigued

Ha (3 5 4) Highlanders 2006

Robert Stuart - 0902

Pi (5 3 4) 0902

Pi (5 3 4) 0903 

Pi (5 3 4) 1002

Pi (5 3 4) 1001

Mi (10 2 4) 1102

Mi (10 2 4) 1103

Mi (10 2 4) 1201

Mi (10 2 4) 1101

English Army of Ralph Neville; defenders

Ralph Neville, army commander - 1411

Ch (1 6 4) 1411

Ar (5 3 4) 1408 fatigued

Ar (6 3 4) 1509 fatigued

Ha (2 4 4) 1511

Ha (2 4 4) 1310 (Angus)

Ha (2 4 4) 1711 (Angus)

Ha 4 5 4) 1610 (Angus)

Cl (5 4 7) 1311

Henry Percy, 3d Baron dePercy - 1111

Ar (5 3 4) 1210

Ar (5 3 4) 1110

Ar (5 3 4) 0910

Ar (5 3 4) 1109

Ha (2 4 4) 1209

Ha (2 4 4) 1111

Cl (5 4 7) 1311

Sir Thomas Rockerby - 1810

Ar (6 3 4) 1710

Ar (6 3 4) 1910

Ar (6 3 4) 2110

Ar (6 3 4) 1609

Ar (6 3 4) 1510

Ha (4 4 4) 1810

Ha (1 5 4) 2010

Edward Balliol, ex-King of Scotland (or “Rightful King of Scotland” to the English)-1312

Ar (3 3 7) 1312

Ar (3 4 7) English 1213

Cl (3 4 7) 1212

Cl (3 4 7) 1113

Cl (3 4 7) Neville 1013

2- Duration and Victory Conditions 

The scenario begins at 1400 on 17 October since the two armies spent the early afternoon forming up opposite one another. The Count of Mentheith conducted a charge in the center, an act of desperation on seeing that the king appeared unable to react to the harassing fire of the English archers. On the left the Scots attempted to advance but were slowed by the terrain and were unable to make contact as quickly as the situation required. But a determination to conquer is with the forces of the blue banner with the white cross (the Cross of St. Andrew” -t.n.). Will it be enough to overcome the English line which shows a strange calm? The combat will end with the coming of night at 1800, thus lasting 8 turns.

Automatic Victory

The game ends after 8 turns or when one of the players achieves 20 points more that his opponent. If the difference in points is less than 20 at the end of play with the Scots having more than the English they win a tactical victory of no historic significance. Any other result is a draw. 

The players receive:

- 5 points for each enemy Ch unit eliminated

- 4 points for each enemy Ha or Cl eliminated

- 3 points for each enemy Ar eliminated

- 2 points for each enemy Pi eliminated

- Eliminated Mi are worth no points

- 1 point for each enemy unit except Mi which has routed off the map

-3 points for each enemy leader captured with the following exceptions:

For the English only; 15 points for the capture of King David or 10 points for his death

For the Scots only; 5 points for the capture or death of Ralph Neville, 10 points for the capture or death of Edward Balliol

3- Special Rules

Wall: A hex side with a wall has the same effect on movement as a trench and the same effect on arrow fire and melee as brush, hedge or vineyard. Cavalry  cannot charge through a wall hex side.

Heath: the Scottish heath is treated as clear terrain.

Ridges: The ridges are passable but units that do so are fatigued afterward.  

Thanks to Frederic Bey for his encouragement during the development of this scenario.

