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The essence of this latest ‘blue book’ set of rules from Osprey, released in April 2018, is 
skirmish combat 1:1 scale set in the Crusades. A force will be 3-13 figures. Figures are 
activated individually by card activation and each figure has a range of stats, including 
Shoot, Attach, Defend, Presence, Toughness and more. The better the quality of the 
warrior, the larger the dice he rolls – so a peasant might be rolling a D6 or even a D4 in a 
particular test (to shoot or attack for example and often requiring a 5+ result) while a 
Knight could be rolling a D10. D4-D12 is the range. Each figure activates on the draw of 
a particular card – so side A might be Clubs and your crossbowman might activate on the 
3 of Clubs while the enemy Knight activates on the 8 of Hearts. Pretty simple but quite 
nice. The rules are well-explained, feel very natural, are quite elegant and are dispensed 
with in 25 pages. 

 
There are six scenarios over six 
pages at the end. And the rest of 
the book -- 30 pages -- is taken up 
with what is the real heart of the 
book, the campaign system. Here 
you are choosing your force, 
customising each figure and also, 
following success in battle, earning 
experience to improve your 
soldiers and Livres (cash) with 
which to buy upgrades in the form 
of other soldiers and better 
equipment.  
 
Taking the Crusaders as an 
example, you have various starting 
characters – Peasant, Pilgrim, 
Levy, Militia (ranged or melee) 
Initiate, Novice, Monk, Squire, 

Knight, Knight Brother, Turcopolier, Sergeant Recruit and Chaplain. Each cost a certain 
amount – 35 points for a Peasant, 80 for a Knight for example - and you’ll spend more 
points to equip them. A starting game is generally 750 points (Livres) a side. Then each 
figure has traits, some basic and some specialised according to their type. You can 
immediately see that there is huge potential for customisation here. 



 
Experience is also incredibly customisable. Figures earn experience in battles and spend 
that experience to gain levels, as in a role-playing game. With each advance, a figure 
gains more traits. Traits are things like bonuses to stats, Expert Bowman which obviously 
gives you a plus on shooting or Horse Trader which allows you to buy horses more 
cheaply. There are dozens of traits, all organised by career and assigned randomly from 
the career table. 
 
Career is the other element. The Nobleman career path goes from Squire to Duke; Men of 
God go from Initiate to Bishop, each with different specialised traits to pick up along the 
way. The career path for Commoners is the most interesting. It starts at Peasant but at 5th 
level you choose to either become a Merchant, Craftsman (14 levels each with specialist 
traits) or soldier, further sub-divided between melee and shooting specialists. The 
Saracens have career paths of their own for Priests, Commanders and Commoners, all 
with similar pathways, traits and progression.  
 
Battles also leave their mark in the form of random lingering effects of wounds, anything 
from death(!), reduction in stats from leg or arm wounds and the like to positive things 
like more wounds (hit points) from general toughening up or more experience in future 
battles. So we have even more variation introduced.  
 
As you can hopefully see, the possibilities for customising a force are almost limitless – 
equipment, career paths and traits all provide variation. But what I also like is the 
historical accuracy – a Peasant can rise no higher than Captain, Master Craftsman or 
Master Merchant – he cannot become a Knight, much less a Duke or Bishop – such roles 
are reserved for the nobility. Although written with the Crusades in mind, there is no 
reason why you couldn’t move the action to Western Europe or elsewhere if you wanted; 
a Robin Hood game would work very well with these rules, for example.  
 
The rules are written with multi-player games in mind – for example, when ransoming a 
prisoner, the players must negotiate the cost, and market forces are the determining 
factor! Nevertheless, this is the only rule which is solitaire-unfriendly; I think the rules 
support solo play very well. The card activation introduces uncertainty and is a solitaire 
staple and the campaign system with its endless variety is very well suited to the soloist. 
Building your force at the beginning of a campaign and between battles is a meta-game in 
itself and would again suit the soloist who can spend time on this aspect of the game 
which will I think be fascinating in its own right. 
 
So there you have it, a medieval skirmish game with an elegant set of rules for battles and 
you could easily just play a one-off battle by choosing figures up to a points (Livres) total 
– usually 750. Or you could dive in to the campaign system which really is the heart of 
the game and create, develop and nurture your warband through years of conflict and 
dozens of battles. I think this game has massive potential. 
 
Recommended. 


