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INTRODUCTION

En Garde! is a skirmish game set during the Renaissance period, in which small
groups of warriors referred to as warbands fight each other for honour or riches.
Rather than just rolling a few dice, En Garde! allows players to make tactical
decisions about how the models that they control will fight — offensively, defensively,
or applying special martial skills.

The Renaissance era ran roughly from the late-14th to the 17th Century, and
saw many ground-breaking discoveries and advancements in the fields of science,
arts, politics and religion. It was also a time of great conflict and advancements
in military technology. Gunpowder weapons began to be widely used, gradually
becoming the dominant battlefield tool. Consequently, personal armour declined in
use with the plate mail-clad knight eventually becoming redundant. Skill in hand-
to-hand combat was still a vital attribute for a warrior, however, and the study of
swordsmanship reached new heights in Europe.

In 1492 Christopher Columbus re-discovered the Americas, which heralded a new
age of colonisation and conflict with the indigenous peoples of the region. The Spanish
conquered the great civilisations of South America, while the British and French
established footholds in North America. This was accompanied by a massive expansion
in trade as ship-building technology evolved to increase the range and size of ships. In
the Mediterranean, however, the galley still reigned until the end of the 16th Century,
used by Christian, Muslim and pirate alike. Beyond the Mediterranean, the seafaring
nations of Europe slowly established vast maritime empires and fought numerous wars
and battles against each other. The 17th Century saw the eruption of the great war of

religion known as the Thirty Years' War on the European mainland, and the descent of




the British Isles into civil war. The Ottoman Empire, which had captured Constantinople
in the mid-15th Century, cast a shadow across Eastern Europe for centuries.

The army lists that are contained in En Garde! are all taken from the Renaissance
world, but the rules can be used for almost any period, real or imagined, and the
points system included in this rule book allows players to design their own factions
and warbands.

WHAT YOU NEED TO PLAY EN GARDE!

A warband of up to 20 models.
e A table and a few pieces of scenery.
e A tape measure and a handful of six-sided dice (referred to as D6).
e Counters (about a dozen per player) in two distinct colours, shapes, or sizes.
e Counters to represent wounds (a total of 3 different types).

MODELS

These rules were designed and play-tested using individually based 28mm-scale
miniatures that are referred to in these rules as models. The recommended base sizes
are listed below.

e Infantry: 20-30mm diameter round or square.
e Cavalry: 40-50mm diameter round or 25-30mm by 40-50mm rectangular.

Models also have facings — front and back — that are defined by an imaginary line
through the centre of the base. By and large, a model will be facing to its front. If
ever in doubt, use the D6 Rule (see Basic Principles, below).

CHARACTERISTICS

In En Garde!, each model has the following characteristics:

e Name: This describes the type of model.

e Rank: The model's relative importance:
e Rank 1 models are militia and 'green' warriors.
e Rank 2 models are basic foot soldiers, well-trained and well-equipped.
e Rank 3 models are veteran warriors and non-commissioned officers.
e Rank 4 models are elite warriors with excellent training and equipment.
e Rank 5 models are legendary warriors, generals and leaders.

®  Move: The model's movement rate.

e Combat Pool (CP): The model's capacity to make attacks in hand-to-hand
combat and to defend itself. Rank 1 models have a CP of 1, Rank 2 have a CP
of 2, and so on.

e Initiative: The model's ability to strike quickly. This will often be modified by
the weapon it is wielding.

e Fight: The model's skill with hand-to-hand weapons, ranging from 1 to 3.

e Shoot: The model's skill with missile weapons, ranging from 0 to 2.

e Armour Rating (AR): The degree of protection the model has (if any).

e Points: The cost of the model when building your warband.

e Equipment: The weapons and equipment carried by the model.

e Attributes: Special skills and abilities that the model has.



(Patrick Connor)

BASIC PRINCIPLES

The following basic principles are applied when playing En Garde!:

® Measurement: When activating a model, a player may measure the distance to
any other point or points on the board before finalising its activation. Distances
may not be checked at other times.

e Engaged: If a model is in base-to-base contact with an enemy model, it is
considered to be Engaged, which limits the actions it can take.

¢ Reduced Characteristics: A number of factors may reduce models'
characteristics. Characteristics can be reduced to 0, but cannot be negative.

¢ D6 Rule: When in doubt or disagreement over a particular situation or rule,
roll a D6 to determine which interpretation to use.

TURN SEQUENCE

A game of En Garde! consists of a number of turns, each representing a minute or
two of actual time. Each turn is further divided into four phases, shown below in the
order in which they are undertaken. Generally, play will alternate between players in
each phase, beginning with the player with Priority.

1. Priority Phase

2. Move Phase

3. Combat Phase

4. End Phase
PRIORITY PHASE

The player who will have Priority for the rest of the turn is determined in this phase.

MOVE PHASE

During this phase players have the opportunity to move models, use missile weapons
or take certain other actions.

COMBAT PHASE

In this phase all hand-to-hand combat is resolved.

END PHASE

In the final phase of the turn, some
tidying up occurs and Victory
Conditions are checked. The Morale
of each warband is also checked if
casualties were suffered this turn or if
certain other conditions have been met.

PRIORITY PHASE

During the Priority Phase, the player
with Priority is determined.



DETERMINE PRIORITY

Each player rolls a D6 (re-rolling ties). The winner has Priority for this turn.
The player with Priority will have the opportunity to choose which combats are
resolved first and which models move or fire first. In any situation where there is an
opportunity for more than one model to do something, the player with Priority will
always have the option to go first.

Some special abilities will impact on the Priority roll — these are detailed later in
the rules.

MOVE PHASE

During this phase a model may take one of the following actions:

e Move

e Use a missile weapon

¢ Remove a reload counter
e Mount or dismount

e Hide or rest

e Aim

e Issue an order

e Take a special action

The player with Priority selects a model to take an action, resolves it, then the other
player selects a model, and so on. Once a player passes on the opportunity to take
an action, the phase ends for that player.

1. MOVE

The distance a model moves depends on a number of factors, detailed below. Under
normal circumstances, models may never move over or through other models, and

there must always be room for the model's base where it stops.

Movement Rate Normal

Slow 2" 4" 6"
Infantry 3" 6" 9"
Fast 4" 8" 12"
Cavalry 6" 12" 18"

The Infantry movement type is used for normal models on foot, whilst the Cavalry
movement is for most mounted models. The other two movement rates are used for
non-standard models and situations.

A Short move is a move that is usually combined with another action — after
dismounting, for example.

A Normal move can be used to move into base-to-base contact with an
enemy model.

A Run move may be used by a model if it does not pass within 1" of an enemy
model during any part of its movement.

A model may make a single free turn of up to 180° at any stage of its movement.
Each additional turn costs 2" of movement.

A model that is in base-to-base contact with one or more enemy models may
make a short move out of contact. The enemy model (or models) has three options
in this situation:



e The enemy model(s) may choose to not move and make a single attack against

the departing model. This happens just like a normal attack, but without any
opportunities for any Ploys (see p.15). Additionally, the attacking model gets an
additional +1 to its Attack Roll. However, each model can only make such an
attack once per turn, no matter how many opportunities arise.

e Do nothing.

e Move back into base-to-base contact as that model's activation (only if it has
not already been activated this turn).

SPECIAL MOVEMENT

JUMPING

A model may combine movement with a jump move of no more than 1" (i.e. across
a fissure or between two buildings). A model may combine a Short move with by
a jump of up to 2" so long as it makes a successful Dexterity Check (see below). A
failure means that the model will fall (see below).

CLIMBING

A model may make a short move to climb vertically. This will require a Dexterity
Check (see below). This movement will require some interpretation and agreement
between players about what is appropriate. Generally, one storey of a building or the
equivalent is acceptable for one turn of climbing. If in doubt about whether a climb
move should be permitted, use the D6 Rule.



FALLING

A model that misses a jump or fails to climb will fall. To determine if any damage
has been suffered in a fall, roll 2D6 and add the number of vertical inches that the
model has fallen. Subtract 8 from this score, and if the result is positive, refer to the
Wound Table (p.17). Armour does not have any effect against damage from falling.

DEXTERITY CHECK

Certain types of movement and other situations require a model to make a Dexterity
Check. To make a Dexterity Check, roll 2D6 and add the model's Initiative. If the
model has an Armour Rating of 3 or higher, subtract this number from the result.
If the final result is 8 or greater, the check was successful. Models with the Agile
Attribute add +2 to their score.

TERRAIN

Terrain affects the way models move on the tabletop, and provides cover and
concealment. There are five main types of terrain: open, difficult, impassable,
buildings and water. Before starting the game, it is important that both players
discuss the terrain that is to be used and what game effects that it will have in terms
of movement and cover.

Open terrain: This type does not impede movement in any way.

Difficult terrain: Difficult terrain is that which requires some effort to travel
through. Examples include swampy ground, shallow streams and ponds, very rocky
ground, thick mud, thick underbrush, forest, low walls and hedges. If a model spends
any part of its movement in difficult terrain then its movement rate decreases to the
next level. For example, a model that moves at Infantry rate will drop to the Slow
rate if any part of its movement passes through difficult terrain. Models that already
move at Slow have their movement rate halved again.

Impassable terrain: Impassable terrain includes walls too high or smooth to
easily climb, cliffs, deep water and so on. Models cannot move through this terrain,
they must move around it.

Buildings: Buildings are a special type of terrain and can cause some issues if the
rules are not carefully discussed before the start of a game. Buildings count as difficult
terrain for movement purposes. Movement up and down stairs should be considered
movement rather than climbing. Because they are easy to defend, generally no
more than two models will be able to attack any
enemy model standing in a doorway, and only
one model can fight another through a window.
Opening or closing an unlocked door or window
will cost a model 1" of its movement. Models
armed with long-handled weapons (including
spears, polearms and great weapons) suffer a -1
Initiative penalty and -1 penalty to Attack Rolls
when fighting inside buildings, unless the combat
is taking place in a very large room.

Water: The effects of water also deserve
special attention. A model that is in water that
counts as difficult terrain may drown if it receives
any Stunned counters. In this situation, a roll of 6
on a D6 results in the model drowning (a type of
Critical wound) and being removed as a casualty.
If the model is wearing heavy armour, a roll of §
or 6 gives this result.

(Richard Lloyd)
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REDUCED MOVEMENT

Models with the slow movement rate that have their movement reduced will have it
reduced to half —i.e. 1"/2"/3". This is the lowest possible movement rate, regardless
of how many movement-reducing game effects might be applied to a model.

2. USE A MISSILE WEAPON

Any model that is not Engaged may use a missile weapon in this phase. This can
usually be combined with a short move, though this will also incur a penalty.

SHOOTING PROCEDURE
Select a target model, and then measure range (from the edge of the shooter's base
to the edge of the target's) and check line of sight.

The model that is shooting rolls 2D6, adds its Shoot characteristic and then
adds or subtracts other modifiers to this roll (see below). The weapon being used
(see Arms and Armour, p.21) and certain Attributes (see Attributes, p.23) can also
introduce relevant modifiers. Once all relevant modifiers have been applied, the final
result is the Shooting Attack Roll.

Subtract 6 from the Shooting Attack Roll. The resulting number is the Hit Score.
If the Hit Score is 1 or more, than a hit has been scored. If the Hit Score is 0
or negative, the attack has missed. A successful Hit Score then becomes the Basic
Wound Score. Add any relevant weapon modifiers, and subtract the target's AR
value to calculate the Final Wound Score and refer to the Wound Table (p.17).

Modifiers to Shooting Attack Roll

Target is 3" away or less +1
Target is 12-24" away -1
Target is 24-36" away -2
Target is more than 36" away -3
Target is Engaged -2 (plus see special rules for shooting into combat, p.11)
Target is a large model +1

Shooting model made a short move this turn
Shooting model has a Light or Grievous wound
Target is in light cover

Target is in medium cover

- N N
WN = s o

Target is in heavy cover
The shooting model successfully aimed last turn +1
All modifiers are cumulative.

LINE OF SIGHT AND COVER

Certain types of terrain will offer cover to models that are targeted by shooting
attacks. There are three types of cover — light, medium and heavy.

e Light cover: This includes vegetation such as shrubs and hedges, which partly
obscure the target and offer minor protection. Shooting models that are
targeting a model benefitting from light cover suffer a -1 modifier to their
Shooting Attack Roll.

e Medium cover: This includes wooden fences, low walls and similar, which
offer more substantial protection. Shooting models that are targeting a model
benefitting from medium cover suffer a -2 modifier to their Shooting Attack Roll.

e Heavy cover: This includes stone walls, building, embankments, heavy wooden
palisades and so on, and forces a -3 modifier to the Shooting Attack Roll.



Line of sight is a model's ability to see a
target. If there is no line of sight, an attack
may not be made. The following situations
block line of sight:

e If a straight line between any part of
the attacker's base to any part of the
target's base crosses any part of the
base of another model.

e If there is more than 2" of light cover
in between the model and the target.

e If the Target is Hidden.

SHOOTING INTO COMBAT

Sometimes you will elect to shoot at a model
already engaged in combat. This is a risky
proposition, and if the shot misses it may
hit one of the other combatants. The usual
process is followed, but if the shooting
attack fails, randomly select another model
in the combat and conduct a completely new shooting attack against that model,
including a new dice roll. This represents the initial shot missing the target model but
potentially hitting a second model. If this second attack also fails, then the shot was
completely wayward — do not continue for a third model in the combat (if one exists).

MISFIRES

If the player rolls snake eyes (two 1s) when making a Shooting Attack Roll with any kind
of bow, crossbow or black powder weapon, then a misfire has occurred. The shooting
model automatically gets a Reload counter, even if their weapon does not normally
accumulate them, to represent a bow string breaking, jam or other malfunction.

SHOOTING EXAMPLE

An archer with a longbow takes aim at an enemy model. The archer has a Shoot of
1, the enemy model is 23" away and is wearing light armour (AR 1). There are no
other modifiers.

The archer rolls 2D6, getting a 3 and a 4. He adds his Shoot of 1 and then
subtracts 1 for the range. His final Shooting Attack Roll is 7. He subtracts 6 from
this to get a Hit Score of 1. A hit! To get the Final Wound Score, he adds 1 because
of the longbow's power, and subtracts the target's AR of 1. The Final Wound Score
is therefore 1 — a Stunned result.

3. REMOVE A RELOAD COUNTER

Some weapons generate Reload counters when fired. A weapon with the Reload
special rule may not be used when it has one or more Reload counter. A model
may choose to spend the move phase reloading — in which case, it may remove one
Reload counter

4. MOUNT OR DISMOUNT

A model that is mounted may dismount and then make a short move. A model that
is adjacent to a horse or similar mount may mount and then make a short move, but
only if it started the game mounted. See the Special Rules section (p.25) for more
rules on mounted models.

(Patrick Connor)

11






















































































































































QUICK REFERENCE

TURN SEQUENCE
1. Priority Phase

2. Move Phase

3. Combat Phase

4. End Phase

MOVE PHASE

e Move

Use a missile weapon
Remove a reload counter
Mount or dismount
Hide or rest

Aim

Issue an order

Take a special action

Movement Rate Short Normal

T N T S S

R S T S R

SHOOTING

Select target model, check range and line of sight.

Attacker rolls 2D6 + Shoot characteristic +/- modifiers = Shooting Attack Roll.
Shooting Attack Roll - 6 = Hit Score.

If Hit Score is 0 or negative, attack has missed. If positive, Hit Score becomes
Basic Wound Score.

Basic Wound Score +/- modifiers - target's AR = Final Wound Score.

Modifiers to Shooting Attack Roll

Target is Engaged -2 (plus see special rules for shooting into combat, p.11)

All modifiers are cumulative.
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COMBAT PROCEDURE

e The player with Priority picks combat.

e DPlayers secretly draw counters equal to the value of the Combat Pool.

e Each player then reveals his Combat Pool.

e Initiative is determined.

e The model with the highest Initiative has the option to make an attack.

e Once this has been resolved the model with the next highest Initiative score has
the opportunity to declare an attack, and so on.

e Once all models have emptied their Combat Pool the combat is over.

MAKING AN ATTACK

Nominate the Attacker and the Defender.

Remove an Attack counter.

Defender declares Ploys.

Attacker declares Ploys.

Attacker rolls 2D6 + Fight characteristic +/- modifiers = Attack Score.
Defender rolls 1D6 + Fight characteristic +/- modifiers = Defence Score.
Attack Score - Defence Score = Hit Score.

PN A L=

If Hit Score is 0 or negative, attack has missed. If positive, Hit Score becomes

Basic Wound Score.
9. Basic Wound Score +/- modifiers - target's AR = Final Wound Score.

WOUNDS
Wound Table
Final Wound Score Result
0 orless A scratch! No Effect
1 Stunned -1 Initiative, -1 Shoot, 1 Stunned counter
2-3 Light wound -1 Initiative, -1 Fight, -1 Shoot
4-5 Grievous wound -2 Initiative, -2 Fight, -2 Shoot
6+ Critical wound The model has been killed

If a model that already has a Stunned counter receives a second one, it suffers -1 Fight in addition to the other penalties. If a model with two Stunned
counters receives a third, all three are discarded and the model suffers a Light wound instead.

If a model with a Light wound suffers a second Light wound, they immediately become a Grievous wound instead.

If a model with a Grievous wound suffers a Light wound or a second Grievous wound, they will immediately become a Critical wound instead and the
model will be killed.

MORALE

Test if:

e The warband's Morale is currently Wavering.

o At least 25% of the starting strength of the warband suffered a Critical wound
in the previous turn.

e The Leader of the warband suffered a Critical wound in the previous turn.

Morale Test = 2D6 +/- modifiers.

Modifiers to Morale Test

The warband is at less than 50% strength +1
The warband is at less than 25% strength +2
The warband's Morale is currently Wavering +1

The warband has at least one model with the Com-

mander Attribute .

The warband has a banner You may choose to re-roll the Morale Test
All modifiers are cumulative.
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If the Morale Test is equal to or less than the warband's Morale Rating, then:

e If the warband's Morale is currently Steady, then nothing will happen.
o If the warband's Morale is currently Wavering, it will improve to Steady.

If the Morale Test is greater than the warband's Morale Rating, then:

o If the warband's Morale is currently Steady, it will fall to Wavering.
e If the warband's Morale is currently Wavering, it will fall to Routing.

REMOVE STUNNED COUNTERS

Stunned Counter Removal Table
D6 Roll Effect

5-6 Remove one Stunned counter

e -1 if the model is Engaged, +2 if the model Rested in the Move Phase.

WEAPONS

Close Combat Weapon Special Rules

o |-

Halberd +1 Initiative; +1 Wound Score; Two-handed

Pistol (Close Combat) +5 Initiative; +1 Wound Score; Powder; Reload (1)

Missile Weapon Max. Range Special Rules

+2 Wound Score; Powder; Reload (1)
wownwespon | e -
“ +1 Wound Score; Blast (2”); One use only

Pistol 18" +1 Wound Score; Inaccurate; Powder; Reload (1)
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WARBAND ROSTER

WARBAND NAME:
MORALE:
TOTAL NUMBER OF MODELS:

MORALE CHECK AFTER LOSING

WARBAND TOTAL POINTS:

TYPE:

Rank

Equipment
Attributes

Initiative

MODELS

Points

NUMBER OF MODELS:
TOTAL POINTS:

TYPE:

Rank

Equipment
Attributes

Initiative

Points

NUMBER OF MODELS:
TOTAL POINTS:

TYPE:

Rank

Equipment
Attributes

Initiative

Points

NUMBER OF MODELS:
TOTAL POINTS:

TYPE:

Rank

Equipment
Attributes

Initiative

NUMBER OF MODELS:
TOTAL POINTS:

TYPE:

Rank

Equipment
Attributes

Initiative

Points

NUMBER OF MODELS:
TOTAL POINTS:
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