Miracle on the Loire, a game by Nicolas Pilartz, published in Vae Victis No. 30

Translation by Roger F. Deal, Esq.

Montjoie, St. Denis! At the head of the knights of France, beside Joan the Virgin, relive the important campaign of Orleans.

    On the occasion of the release of the film by Luc Besson, Vae Victis proposes that you relive the events of this fabulous campaign. In “Miracle on the Loire”, the English must take the most fortifications, of which Orleans is the most important. The French must protect these fortifications and retake those that they can. The winning of decisive battles is of great importance to both sides. These events cause changes on the Morale Table which determine the winner.

Components

1.1 The Map

    The map is divided into 36 zones. Certain zones contain fortifications which are covered in the special rules. The Loire crosses the map from end to end and is a major obstacle to the movement of armies. The streams, forests, villages roads and paths have no effect on play. 

1.2 The Turn Record Track (Translator’s note: “le calendrier”)

    The turn record track is used to track the turns of the players. It begins in September 1428 and ends in September 1429. It contains 13 months of four turns each. The numbers in the square of each month indicate the number of units each player receives that month. The number on the left is for the French and that on the right is for the English. 

1.3 Markers and Counters

    There are two types of markers and two types of counters. 

     Fortification Markers are double sided and show whether a fortification is controlled by the French or the English.

    Siege Markers are double sided also. They are placed in a zone where a siege is being conducted and identify the besieger.

    Morale Counters are placed on the Morale Table. They show the morale status at all times. 

  The Turn Counter marks the turn on the calendar and is moved to indicate a new turn.

1.4 The Units

    There are two types; force markers (i.e. leaders, t.n.) and strength point markers (t.n. “points de force” or “PdF”).

    At the beginning of each month, the players receive the number of units indicated on the turn record track. These units are (taken as)either leaders or events. 

    Leader counters represent the commanders of each side and must enter play during the re-organization phase. 

    Event counters represent the various events that can influence the course of play. Each side has its own and each one has an identification letter. Their effects and the times at which they can be played are listed on the Table of Events. 

    Notes:

    There is no limit to the number of event counters a player is able to hold at any one time.

    They can only be played once and are then put aside for the rest of the game.

    A player cannot play two identical counters to influence the same assault.

    Event counters that can be played during an assault, may only be played for a single assault.

Strength Points (PdF):

These are the troops. They appear with a leader in play or on their own in certain cases. On each counter is a number showing whether that unit has one or two strength points. Each point represents about 400 men at arms or 800 peasants. Each artillery point represents about 15 guns, heavy and light. Their value in combat is given on the Table of Combat Values.

2 Victory Conditions

    The morale table goes from +6 to –6. It shows the changes of the morale of each side. The marker shows the status at all times. If it reaches +6, the French have won; if it reaches –6, the English win. 

    At the end of the last turn, if neither player has won, check the status of the morale marker; if it is positive, the French win; if it is negative, the English have won. If it is at zero, it is a tie. 

3 Morale

    A number of actions can cause changes in morale. Gains for the English move the marker toward –6; for the French, they go towards +6. The value on morale of various actions is shown on the Table of Morale Values. These actions are the following:

    Taking a fortification. When a player takes control of a fortification, he moves the marker the amount indicated.

The siege of Orleans: When Orleans is besieged, the marker is moved one space in favor of the besieger. However, when the siege is lifted for whatever reason, the marker is then moved one space in favor of the besieged.

Decisive battles: When the army of a general is destroyed or withdraws after an assault, the marker is moved one space in its disfavor.

Joan of Arc: When she enters play, the marker is moved one space in favor of the French. If she is permanently removed from play, it is moved one space in favor of the English.

4. Set Up

    The game lasts for 13 months. Each month is the equivalent of four game turns. The turn marker is placed on September 1428 for the first turn. It is moved at the start of each new turn. 

    The fortification markers are placed on the fortifications they represent. All are French controlled except Janville which is English controlled. 

    The French begin with two leaders: Orleans, the general, is placed in Orleans with 4 strength points. These are placed in his off-map holding area (see rule 5). Raoul is at Tourelles with 1 strength point. 1 strength point is also placed in each of the following fortifications: Chateaudan, Pithiver, Chateauneuf, Jargeau, Meuny, Beaugency, Suervre, St. Die and Blos.

    The English begin with four leaders at Jenville: Sufolf, Ghouh, Glansdale and Salisbury. The last (t.n. Salisbury) is the general and has with him 10 strength points and 1 artillery`

    The moral marker is placed at +1. The counters for leaders and events of each player are mixed up and one is picked of each type. Each player picks the number of counters indicated for the month of September. Then determine randomly who will move first. 

    Note: The play aids are found on the (back of the) counter sheet.

5. Leaders

    The leaders move strength points, lead attacks and conduct sieges. Each counter representing a leader can move by itself or with strength points. In the latter case they are considered to be an army. On the two sides of the map are listed the leaders of each side with their off-map holding area. (“ Boites de commandant”) When a leader commands strength points or other leaders, their counters are removed from the map and placed in his holding area.

    Each leader counter has 3 numbers which represent (left to right) Hierarchy, Valor and Command.

    Hierarchy: This permits a leader to command other leaders if his valor is greater than theirs.  The hierarchy also determines who is the general; it is automatically that leader highest in the hierarchy who is on the map. He ceases to be general the moment he is captured or wounded. The general is determined at the beginning of the reorganization phase of each player. 

    Note: Phillip (the good, Duke of Bourgague), Stuart (Count of Evereux), and Arthur (of Bretagne, Count of Richement) have no hierarchy rating. They are never able to lead other leaders or be general.

    Valor: This figure expresses the quality of the leader. When a test of valor is required, the player rolls 1d6 and must roll a number that is equal to or less than the valor of the leader. 

    Command: This is the number of strength points and/or leaders that a leader is able to have directly under his command. The leaders and strength points are placed in the holding area of their leader. Each command point allows the command of one strength point or other leader. The general is exempt always exempt from this rule and has an unlimited command capacity. 

    A commander is able to have leaders commanding strength points under his command. These last are placed in the holding area of the leader who directly commands them while that leader is placed in the box of the leader who commands him.             

    Note: Philip can only command Burgundians, Stuart, only the Scots and Arthur, only the Bretons.

Joan of Arc

   She is considered to be like a leader but is not able to command other leaders or strength points which are not peasants (“paysan”) in most situations (see below). Her valor and command ratings are always unlimited (she always passes valor checks).

    She can be commanded by another leader but never at the same time as she is commanding peasants. 

    If Joan is in a fortification, the maximum number of peasants appears automatically in case of siege or assault. If she arrives when a siege is already in progress, the maximum number of peasants also appears.

    Joan is not able to command peasants to break a siege by combat in open terrain or to replace peasants from Orleans who are in the map section containing Tourelles in order to attack. This restriction can never be used to counter the effects of “Moussaillon” (event N). 

    Joan cannot leave a besieged fortification.

Note: If Tourelles is captured and the only strength points present are peasants, one of them is transformed into a French strength point which occupies Tourelles while the rest immediately return to Orleans. If other strength points are present, all peasants return to Orleans. If Tourelles is not taken in the same phase as she attacked it, the peasants return automatically to Orleans at the end of combat. 

6.0 Sequence of Play

    At the beginning of each month: draw counters for the two players.

    At the beginning of each turn: Determine the first player by roll of the die and move the turn marker to the current turn.

    Phase of the first player:

1- Wounded leaders

2- Re-organization of command

3- Movement

4- Combat

5- Sieges

Phase of the second player: Identical to that of the first player.

6.1 Wounded Leaders: 

Wounded leaders are removed from the map and placed on the turn record track. Each turn, one die is rolled on the Table of Wounded (“Capture et Blessure Des Chefs”) to determine if he is healed, permanently wounded or has died. 

    If the leader recovers (guar) but has been captured, he is placed under the counter of the enemy general. If there is no general, the leader is then free and placed on a fortification with a friendly army. If he had not been captured, he is also placed in such a fortification.           

    If a leader is still wounded, his counter is advanced on the turn record track and another attempt to heal him is made the next turn. 

    If a leader dies, he is removed from play.

6.2 Re-organization of Commands:

    At this time, a player may, if he wishes, re–organize his troops among eligible leaders.

A- Placement of New Leaders and Reinforcements: 

Leader counters are placed in any zone marked with an “A” for the English or an “F” for the French. It is, however, necessary that the zone is not occupied by at least one enemy strength point. If all entry zones are enemy occupied, the leader may not enter play.

When a leader enters play, the number of strength points shown on the Table of Reinforcements (“Renfort Accompagnant les Chefs”) appear with him and are immediately placed in his control box. 

B- Re-organization of Troops:

When one or more armies, leaders or strength points without a leader begin the re-organization phase in the same zone, it is possible to totally re-organize them at this time. Strength points can be exchanged, leaders can be placed under commanders, etc. 

If an army is in a zone containing a friendly fortification, it may drop off or pick up units before movement. It is, however, impossible to voluntarily drop off strength points anywhere other than a fortification. 

6.3 Movement:

    When a leader is moved, with or without strength points, he must finish his move in such a way that the next leader can move.

Leaders Alone

    A leader without strength points is able to move automatically through four zones without being required to make a valor check if they are not enemy occupied. This includes crossing the Loire. If an enemy force, which is not besieged, is in a zone to be crossed, the leader must make a valor check. If he passes, he can continue movement so as to join a friendly army or force in the same zone. If he fails, his movement is ended and he must make another valor check to avoid being required to roll on the Capture Table (#6). If the second check is successful, the leader passes unhindered and remains in that zone. On the very next turn he is able to move further. If it is not successful a roll on the Capture Table is immediately made. A captured chief is immediately placed under the counter of one of the enemy leaders (see Section 7).

    If a leader is going to try to leave a besieged fortification by himself the process is the same. If other leaders accompany him, they are equally effected by his valor check and can be captured with him. (t.n. remember, Joan cannot leave a besieged fortification.)

Leaders with Strength Points

    A leader who is moved with one or more strength points forms an army. When moving an army, the player must always designate the leader who commands it.

    An Army can automatically move from one zone to another and may move to an additional zone if the commander makes a successful valor check. When an army is moved, all its elements (leaders and strength points) are moved with it and cannot be detached. 

    An army interrupts its movement when it enters a zone containing at least one enemy strength point that is not in a fortification.

    Note: Because of its size, the Tourelles is not able to contain more than two strength points of any kind. And cannot be attacked by more than four strength points (artillery is not effected by this last restriction).

Movement in Winter:       

     During the months of December and January, a valor check is required for the commander of an army for each zone he attempts to cross. A failure ends his movement for that turn.

The Loire:

    An army is able to cross the Loire at a bridge at which there are no enemy strength points on either side.

    Without a bridge, an army is not able to cross if it arrives at the bank of the Loire during its movement. To cross requires a valor check. If it fails, the army remains in the zone and is not able to move that turn. If it is successful, the army is able to cross and ends its movement upon entering the zone on the other side. An army is not able to cross the Loire into a zone containing one or more enemy strength points.

6.4 Combat:

    After movement, if there are found to be forces of the opposing factions (not counting leaders alone) in the same zone, it is possible to have a battle.

The player whose phase it is is always the attacker, the other player is the defender. If the defender controls a fortification in the zone, he must first decide either to give battle in the open or to take shelter in the fortification. Each player then announces the number of strength points he has in the zone. Each can vary the total by one if there are less than ten strength points in the zone, or by two if there are ten or more strength points. (t.n. Essentially, the players can miss-state their strength to mislead the other player; if it comes to a battle, you still have to use your real strength.)

    The battle is resolved as either an assault in the open or an assault against a fortification. 

    In the open: the attacker and then the defender declare if they desire to launch an assault. If neither of them wish to do so, the defender must retreat (see Retreat), or he can take shelter in a fortification he controls in the zone. If either player decides to launch an assault, a battle begins.

    Against a fortification: in this case only the attacker decides if he will launch an assault or not. He may also either begin a siege or do nothing. 

The Assault:

    Before each assault, the defender, followed by the attacker, have the option of battle or retreat (t.n. as explained above).

    Assault in the open is conducted in three steps; bombardment, archery fire and melee. At each step, the die is thrown for each strength point involved and the losses are taken as they are inflicted. When the opposing forces have strength points of the same type, the dice are rolled at the same time. 

    Assault on a fortification is conducted in two steps; bombardment and melee. For each combat. a die is rolled for each strength point involved and losses are taken as they are inflicted. When the two opponents have strength points of the same type, they roll simultaneously.

    A besieging army (see 6.5) can give battle, without raising the siege, to an enemy army which enters the zone it occupies and can sustain a sortie by the besieged in the same battle. The battle is resolved as an assault in the open against the combined strength of the besieged force and the moving army.

    Note: During this phase, a besieged army in a fortification can make a sortie to raise the siege; it is treated as an assault in the open.

Strength points and assault:

    Strength points are defined by their weapon type ( “leurs methodes”) and their combat value. 

    Artillery- conducts combat during bombardment.

    The English conduct combat during the archery step in an assault in the open and in the melee step in an assault on a fortification.

    The French, Scots, Bretons, Burgundians and peasants conduct combat in the melee step. 

    During an assault, 1d6 is rolled for each strength point. A successful roll for each strength point is equal to or less than the unit's combat rating (t.n. in the lower right). In some instances, the die roll may be modified up or down. For each successful die roll, the opposing side losses one strength point. The owning player always chooses how to allocate losses among the units engaged.

End of the Battle:

    The battle ends when one side has no more strength points or retreats to another zone. If any leaders remain alone against at least one strength point; each such leader must roll on the capture table. If a leader is at liberty (passes), he is considered to have passed undetected and will be able to move in the next turn. If he fails, refer to rule 7.0 Capture of Leaders. (t.n. presumably, a battle also ends when all 2 or 3 steps have been completed.) 

Retreat:

    A retreat can only be made to a friendly fortification or a zone that the enemy did not just come from and which is not occupied by one or more enemy strength points. It is not possible to flee a battle by crossing the Loire. 

    Note: if no retreat is possible, a battle must take place (t.n. or continue).

Peasants:

    When an English army besieges or launches an attack against a fortification, peasants are generated to defend it. The Fortification Defense Table shows the number that are placed in the fortification. 

    If the siege is raised, the peasants are removed from play at the rate of one strength point per turn, at the time the turn marker is moved.

    Peasants are rolled for at each new siege but the number of peasants present in a fortification can never be more than the number indicated by the die roll (3,6 or 9).

    Peasants can only be commanded by Joan of Arc (rule 5.1)

6.5 Siege

    An army in a fortification can undergo a siege. In order to begin a siege an army must have as many strength points as occupy the fortification. The siege lasts for as many turns as the number of strength points conducting the siege. The siege ends on the turn the besiegers at least twice the number of the besieged, in which case the besieged surrender and give up the fortification. The defending strength points are eliminated, the fortification captured and the defending leaders must roll on the Capture Table. A leader who remains free passes through the besiegers and is able to move on the next turn.

    If, at the end of the allowed number of turns, the besiegers do not have twice the numbers of the defenders, the siege continues until it is raised, broken or the besieger receives sufficient reinforcements to have double the strength points of the defender. In that case the fortification is surrendered immediately. 

    If, during a siege, the besiegers are found to have less strength points than the defenders, the balance of the turns of the siege are frozen until such time as the besiegers again have at least as many strength points as the defender has.

    Only one army can besiege a fortification, whatever its size (minimum is one strength point + one leader). 

    A siege can be raised in two ways: if the besiegers lift it voluntarily or if their army is defeated. 

    A raised siege must be begun again.

    An army that is besieged can not move until the siege is lifted. It can, however, make a sortie and fight an open field battle. 

    Orleans cannot be besieged unless Tourelles is besieged also or is controlled by the besieger.

7.0 Capture of Leaders

A captured leader is immediately placed under the counter of one of the opposing leaders present (capturing player’s choice), or under the counter of any of their leaders if they have no leader in the zone where the capture takes place. The prisoner is then under the control of that leader and moves with him. He may be freed at any time or exchanged for another leader as a result of negotiation.        

Events Table

A: Reinforcement- This is played at the beginning of the reorganization phase. The Dauphin raises a force of ½d6 (1-2=1 strength point, 3-4=2, 5-6=3) French strength points at Blois. On a roll of 5 or 6, one artillery is also raised. If Blous is occupied by the English, the force can be brought on as the reinforcements of a leader at the time he enters play.

B: Surprise- This is played just before archery fire. The English archers do not fire and play proceeds to melee.

C: Retreat- This is played before an assault by the enemy. Friendly armies in that zone may automatically retreat.

D: Montjoie! - (t.n. French battle cry) This is played before a melee. Each French strength point can increase its melee value by one.

E: Touche’- This is played after an assault. A leader, either French or English, has been seriously wounded in the assault. Select one leader at random and roll 1d6: 1-3= dead, 4-5= wounded, 6=uninjured (t.n.:‘twas but a flesh wound).

F: NO! – This is played at the command reorganization phase if Phillip is in play and if Orleans is besieged by the English (It is assumed that) the city has offered to surrender to him but the English will not agree. Incensed, Phillip the Good, Duke of Burgundy, withdraws with his Burgundians. All Burgundians are removed from play.

G: Meeting/Surrender- This is played in the siege phase. If the siege has come to an end and the besiegers have as many strength points as the besieged, they take the fortification. The defending strength points are removed from play and the leaders must leave the zone in their next movement.

H: Fui!/Fire! - This is played after bombardment. The artillery is unusually effective: a second bombardment is allowed.

I: Saint Denis! - This is played before melee if Joan of Arc is present. Each peasant strength point with a combat value of one is a two for this melee.

J: Huile/Oil- This is played by the defender of a fortification before melee. The combat value of each enemy strength point is reduced by one for this melee.

K: Defense- This is played at the siege phase. The defenses are strengthened. For each strength point present in the fortification the time allotted for the siege to succeed is extended by one turn. 

L: Volonte’/Will- This is played before the movement of an army. All its rolls for valor are assumed to succeed.

M: Miracle- This may be played at any time. It annuls the effects of an event chit played by the other player.

N: Ruse- This is played before the movement of an army. One army of the player’s choice can cross the Loire, without rolling for valor, to a neighboring zone (even) if occupied by the enemy.   

O: Disaster-This is played at the beginning of the command reorganization phase of the opponent, on an army that is besieging a fortification. A hit is scored on the enemy command post by the defending artillery. Each leader rolls on the Wound Table. 

P: Reinforcements- This is played at the beginning of the reorganization phase. Bedford dispatches 1d3 English strength points and one artillery to Janville. If Janville is occupied by the French, this force can be attached to a leader.

Q: Shoot- This is played just before archery fire. All English archers are allowed a second shot.

R: Saint George! - This is played before archery or melee. English strength points add one to their combat value for either of these steps.

S: Scots- This is played before archery fire in an open field battle if Scots (”Ecossais”) are present. the Scots charge the English blindly. For each Scot strength point, two English strength points get an extra archery fire.

T: Hit! – This is played after an assault if Joan of Arc is present. Roll one die; 1= she is killed, 2-4= she is wounded, 5-6= no effect.

U: Trap- This is played before a melee in an open field battle. The enemy walks into an ambush (“Des piques on ete-placees en defense”). The combat value of each enemy strength point is reduced by one for this melee.

V: Cure- This is played at the beginning of the wounded leaders phase. The wounded leader of the player’s choice is cured automatically. 

W: Sapper- This is played before an attack against a fortification when a siege has come to an end. The effect of the fortification on the defenders’ strength points is annulled for this assault.

X: March- This is played after a leader’s movement. That leader can move a second time.     

  (t.n. the Dauphin and Bedford are not represented in the game; they are back at their respective GHQ off-map.)              

