


     The Renaissance period 

is one of those gaming eras 

that is hard to get right.  If 

youôve read anything about 

Renaissance era battles, 

sieges, and campaigns you 

quickly learn that it was 

chaos on a massive level.  

Widely varying troop 

types, lots of mercenaries, 

continuously shifting ob-

jectives and political goals, 

and commanders who real-

ly didnôt have any idea how 

to use their forces in any 

kind of combined arms 

operations.  Battles became 

more of a rock, paper, scis-

sors contest as you had no 

idea what your troops 

would do on certain days! 

      Most gaming rules, 

however, take a more set 

piece, orderly approach to 

things, including the Re-

naissance era, which is why 

many of them end up look-

ing more like ancients bat-

tles than with few wild 

swings of fortune, but 

yet that is what made 

the Renaissance bat-

tlefield so unpredicta-

ble. 

     One of the newest 

entries into this fasci-

nating era is Fields of 

Glory:  Renaissance 

by Osprey Publish-

ing.  Basically an 

extension of the 

rollout for Fields of 

Glory (FOG) Ancients 

rules with a hardbound rule 

book and then plenty of 

softbound supplements 

with the necessary army 

lists. 

      The rule book is simply 

a beautiful and well done 

piece of work.  Amply 

illustrated with Osprey art 

from the Men at Arms, 

Elite, and Campaign series 

of books, plus painted min-

iatures in tabletop settings 

and along with full color 

diagrams for almost every 

section of rules in the book.  

However, one of the things 

that you first notice is the 

length, which exceeds 200 

pages!  This by itself may 

put off many gamers who 

are use to much smaller 

rules sets, but there is a 

reason for the length and it 

will be explained as we go 

along. 

      There is an overview of 

the period and a brief dis-

cussion on basing figures, 

etc., before the actual rules 

begin.  They system does 

use what are called MUs, 

or Movement Units, which 

work for all scales.  At this 

point most gamers are 

looking at the army lists, 

figs needed per base, and 

thinking about how they 

are either going to use their 

existing figs or paint up a 

new army.  Every gamer 

does this and then they get 

back to actually 

reading the rules! 

     This is where 

the first problem 

or obstacle to me 

occurred.  While 

there is some 

discussion about 

basing and fig-

ures at the start, 

most of the info 

is at the back of 

the book.  Also, 
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(cont. from p2) next few sections cover 

Battle Groups, Command, and the Se-

quence of play.  Battle 

groups are the essential  

pieces that make up the 

armies of each side.  

Battle groups can be 

kiels (usually Swiss or 

German pike), tercios 

(in a variety of differ-

ent formations depend-

ing upon year), then 

regular and mixed for-

mations.  Understand-

ing what battle groups 

are, how they interact on the battlefield, 

their cohesion, quality rolls, and disorder 

is to me the essential part of the game. 

    This first fundamental section of the 

rules sets up what is a steady diet of what 

you will see in the rest of the book.  Each 

section of the game, whether it is com-

mand, melee, shooting, etc.,, is laid out 

with excruciating detail.  Every possibil-

ity or option that a player can have, no 

matter how dumb/futile/preposterous, is 

given a rule!  Obviously, this set of rules 

has been written for the tournament play-

er in mind which is good and bad.  Obvi-

ously, if you are in a tournament, there 

will be few if any, unanswered questions.  

If youôre just into playing Renaissance 

games with your gaming buddies then 

you are going to have to read through a 

lot of rules that at times seem unneces-

sary. 

     Movement is not as hard as you would 

think for this era as there arenôt things 

such as attack columns, moving from 

front to flank, etc., as in many 

other periods.  Most of the 

troops in this era were not very 

well trained in complex ma-

neuvers, so most of the move-

ment in the game will be 

straight ahead or adjusting to 

attack an enemy force.  There 

are many special situations and 

as noted above this is what 

makes the rule book so large.  

Every possibility for move-

ment, no matter how unlikely 

to occur, is documented leav-

ing nothing open to interpreta-

tion if youôre in a tournament. 

      The firing/ranged combat section is 

likewise very easy to grasp.  In fact, you 

can probably figure it out with nothing 

more than the charts if youôve played 

miniatures games before.  Again, every 

possibility involving line of sight, ob-

scured targets, etc., is covered, but after 

reading through the section and looking 

at the charts, itôs pretty easy to under-

stand. 

      So now we come to the meat of the 

game and the sections that will take 

some work to understand properly.  

These are the Impact and Combat 

phases.  The Impact phase occurs dur-

ing movement when opposing units 

contact each other.  It should be 

thought of as melee that is resolved 

during movement with combat being 

the actual melee phase later in the turn.  

Yes, it will take some getting use to, 

but basically in Impact you are judging 

how successful a unitôs attack is at 

breaching the opposing 

forceôs front/flank or if 

they hold.  Combat is 

then whatever happens 

after the two forces have 

collided. 

      Now to give you an 

idea about the level of 

detail for impact and 

combat, the example of 

play is only 4 1/2 pages 

long!  Yes, this is noth-

ing that is going to be 

decided in 60 seconds 

and combat will take 

awhile until you learn 

the modifiers.  You will also need to 

study carefully what could be termed 

ñmovement into impact/combatò as this 

can also get quite involved.  Which 

stands need to match up, stands that can 

adjust/step into combat, which ranks can 

join in, flanking units, etc., are gone over 

in great detail. 

      There are a large number of modifiers 

and too many to go over in this review.  

Basically, each battlegroup gets a number 

of dice to throw during impact and/or 

combat.  This is modified 

by what are called Points 

of Advantage, or POAs.  

As you go down the list of 

modifiers (it reminded me 

of the old WRG Ancients 

rules from back in the 

day), you keep track of 

each sideôs POAs, then 

the difference is added or 

subtracted from what you 

need to roll to score a hit.  

For example, most average troops might 

need a 4+ to hit on a D6, but if you had 

one POA then you might need a 3+ while 

your opponent who was down one POA 

would probably need a 5+ to score a hit. 

    The losing side needs to then make a 

Cohesion (think morale) check followed 

by what are called Death Rolls.  For ex-

ample, if you suffered three hits you need 

to roll a 4+ to avoid losing a stand.  The 

winning side gets a +2, so when you start 

losing combats a battlegroup can get 

chopped down to size.  The problem?  

Combats can go on for a long time, espe-

cially if both sides roll bad or are evenly 

matched.  The other thing that affects this 

is the quality of the unit,  (cont. on p5) 
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     When I started to be interested in the 

Renaissance period I went back through 

every article I could find in The Courier, 

Wargamerôs Digest, Miniature War-

games, Battle, etc., to determine which 

rules I should use.  After buying several 

sets and looking them over I chose War-

fare in the Age of Discovery as that 

seemed to me to be the best representa-

tion of the period.  If youôve been a regu-

lar reader of this magazine for the last 

decade or so all of the battle reports for 

that period are done using AOD. 

      So why did I buy FOGR and give 

them a try?  Well, for one it was the ñhot 

new thingò, I was curious about how it 

portrayed the period, and there were a 

virtual horde of army lists to look over 

and contemplate painting more armies! 

     In reviewing the rules and playing 

them it became readily apparent that the-

se are two different beasts with totally 

different outlooks on Renaissance war-

fare.  FOGR is written for the tournament 

gamer first, then friendly gaming second, 

while AOD is the exact opposite.  The 

presentation, color pages, examples, and 

army lists of FOGR is truly breathtaking 

while AOD is a bare bones set of rules. 

      Having played a ton of WRG games 

in the past and feeling refreshed when 

newer rules sets started to use different 

activation methods, more randomization, 

etc., FOGR took me back to those days.  

Maybe not as ñclockworkò as many of 

the WRG old rules, but still it reminded 

me of that era where you knew the per-

centages of almost every combat or 

shooting phase and it was just a question 

of whether the dice came up +1 or +2. 

     I think this is where, at least to my 

mind that AOD still comes out ahead and 

why Iôll still be doing most of my Renais-

sance gaming with it.  The rules are great 

for group play, you can get new gamers 

into the period quickly, and there is a 

level of chaos that pays homage to that 

era.  While not as flashy as FOGR, the 

rules work and you can feel that the au-

thors were doing the best to get people 

fascinated about this interesting period. 

      FOGR is a good set of rules, but itôs 

not for everyone.  I certainly recommend 

that all players have the rules, have read 

them, and understand all of their options 

or it could be a long evening. 

Page 4 

FOG: Renaissance vs. Age of Discovery     Rules Comparison 

Rules Feature FOG:  Renaissance Age of Discovery Notes 

Presentation/Graphics   FOGRôs ties with Osprey come 

to the forefront in this category-

beautiful rule book. 

Completeness   FOGR covers every aspect of the 

era, but army lists are separate. 

Complexity   Beginners are not going to grasp 

FOGR and it will take a few 

readings of the rules even for 

experienced gamers. 

Suitability for group play   You can get a group going with 

AOD in no time at all, but for 

FOGR it definitely helps if eve-

ryone owns the rules. 

Army Lists   AOD provides some lists which 

are helpful, but there really is no 

comparison here. 

Pike melee/combat   Both games accomplish the same 

thing, but with different ways of 

doing it. 

Historical feel   AOD has a high degree of chaos, 

which seems right for this peri-

od. 

Examples of play   Almost every page has detailed 

examples in full color in FOGR. 

Fun factor   FOGR is a little too predictable 

and hard to get into. 
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Where you can reroll certain results de-

pending upon how good or bad the unit 

is.  For example, if you are classed as a 

Poor unit you need to re-roll all 6s, where 

if you are a superior or elite unit you get 

to re-roll certain misses.  I thought that 

this would have more of an impact during 

the game than it did.  When you read the 

sections about unit quality, the extra 

points paid for better units in the army 

lists, etc., you are led to believe that this 

should have a big impact on the game.  In 

our playtest we found that this wasnôt 

necessarily so. 

      Cohesion comes in several states; 

normal, Disrupted, Fragmented, and Bro-

ken.  If you get beyond that or if the unit 

reaches a certain number of stands lost, 

then it will rout/auto-break.  Once you 

lose so many battlegroups that army will 

leave the board and thatôs the end of the 

game.  You can recover, i.e., rally, if an 

officer joins a unit. 

     The remainder of the book is taken up 

by a large number of appendices, charts, 

and more.  There is an elaborate terrain 

set up system that was quite impressive, 

but left me with the impression that it 

would take some time to do properly.  I 

think itôs a great system for campaigns, 

however.  The glossary and index are 

extremely well done, which is good be-

cause you are going to be needing them 

for your first few games! 

      Overall, it is an impressive tome of 

rules for Renaissance era gaming.  

Checking in at around 200 pages, with 

color examples of 

combat, pictures, 

charts, etc., it is the 

model of what mod-

ern rules publishing 

has become.  When 

you add in the army 

list books you have an 

impressive work that 

even if you never play 

the game could be 

good for ideas, ar-

mies, what period to 

game, and more. 

       All of this is nice, 

but the focus is on 

gameplay and should 

you give these rules a try or not.  I read 

through the rules several times and even 

though I play a lot of complex board 

games, it took me two or three tries to 

grasp what was going on here.  It wasnôt 

that the rules were incomplete, badly 

written, poorly organized, or made no 

sense.  No, what the problem was is that 

EVERY little thing, no matter how small, 

had to be explained in excruciating detail!  

By the time you read all of the common 

sense rules you had forgotten the rules 

that make this system unique and so you 

find yourself going back over them again 

and again.  What takes two pages in some 

sets of rules takes five here. 

     You can easily see that it is written for 

the tournament gamer and rules lawyer in 

mind.  Nothing is left to chance, no possi-

bility of misunderstanding, and every-

thing must be followed in a strict se-

quence.  This is 

great for a tourna-

ment, but what 

about the regular 

gamers looking to 

do a Renaissance 

game at the club 

meeting?  I firmly 

believe that the 

rules could have 

been cut down to at 

least half that size 

and you could defi-

nitely do a quick 

start set to get gam-

ers into the system, 

then pile on the 

complex stuff later. 

      My readings of this period led me to 

believe that chaos was the order of the 

day in this era.  It was a real, rock, paper, 

scissors game where no one, especially 

the commanders of the day, knew what 

was going to happen on the battlefield.  

Units charged and fled for no or little 

reason, units were difficult to control, and 

sure defeat was turned into victory more 

than once.  Can you recreate any of these 

things with FOGR?  Sadly, no.  The 

game is so clocklike in play that I doubt 

you will ever see anything that would 

shock you or cause you to say, ñWell, I 

didnôt see that coming!ò 

    A gamer in our group remarked that 

they did everything possible to take the 

chaos out of the period.  Tournament 

gamers donôt like chaos and they definite-

ly won out here.  You can watch a pike 

battle and because of the various modifi-

ers you can say to the group, ñWell, that 

should go another three or four turns then 

unit B will lose cohesion and breakò.  No 

surprises, no real chance of anything out 

of the ordinary happening, just a simple 

numbers crunching exercise. 

      Now this may appeal to some gamers 

and with the army lists, terrain set up, 

etc., I can see where this would make a 

good campaign system.  My biggest 

question, though, remains that did they 

expect people to buy this off of the 

shelves of bookstores and learn how to 

play for their first miniatures game?  You 

definitely need some gaming experience 

to even begin to attempt this and it will 

take some work. 
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      Having bought the FOGR 

rules and deciding to do a full 

review, it would be only proper 

to report on a playtest of the 

system.  After going through the 

rules several times, printing off 

the reference sheets from the 

Yahoo group (these are definite-

ly essential items!), and creating 

two army lists, I felt that the 

game was about as ready as it 

could get. 

      This was to be a battle be-

tween an Italian Wars French 

army and a Caroline Imperialist 

Spanish force.  The French had a 

large battlegroup (BG) of Swiss pike, a 

BG of poor quality French pike, a BG of 

superior German pike, two BGs of arque-

bus, some BGs of light cavalry, a BG of 

fully armored Gendarmes, two artillery 

batteries, and three commanders.  The 

Spanish force had a large tercio, a BG of 

poor Italian pike, a BG of superior Ger-

man pike, a few BGs of light cavalry, 

some BGs of arquebusiers, a few artillery 

batteries, a BG of armored cavalry, and 

three commanders.  The forces were pret-

ty even, with the tercio off-setting the 

Swiss pike.  I had set the terrain up be-

forehand as the process in the book 

would take too long for this first game 

and I thought that we would have prob-

lems with the rules, so no use in adding 

more time to the game! 

     Not knowing how the game would 

play, both sides used a fairly standard set 

up, with cavalry on the wings, artillery in 

the center area, and the best quality pike 

ready to take out the opposing sideôs cen-

ter.  With both sides deployed (we 

skipped the deployment section in the 

rules, again in the interest of time) and 

got started. 

       Right off the bat we had to re-read 

the command section to make sure that 

we were doing it right.  That section of 

the rules was a bit unclear on a few 

things, but as the game devel-

oped and we read through other 

sections regarding Cohesion, 

movement, etc., we figured out 

the positioning of the com-

manders.  It also took awhile to 

get the hang of the movement, 

as if there are no enemy within 

six inches units can go a second 

or third move, but it needs to be 

declared at the start of the 

movement phase.  We also had 

to revisit the shifting of units, 

terrain, and more in the rules, so 

we took up about an hour get-

ting our first few moves in. 

     By the third turn some of the artillery 

batteries had unlimbered and started 

bombarding the closest enemy units.  We 

worked through the first few as a group, 

going through the modifiers, the death 

rolls, and the cohesion checks to make 

sure that we understood what was go-

ing on.  By the second or third time we 

had the firing system down pretty good 

and that is definitely one of the easier 

parts of the game to pick up.  Several 

of the arquebus units on both sides got 

into range and began a series of fire-

fights across the battlefield. 

      Our first attempt with the Impact/

Combat phase came when a French BG 

of German pike charged home against 

an Italian pike BG.  Again, we went 

slowly through the Impact modifiers, 

found the number of dice, to be rolled 

and got on with it.  Later, in the Combat 

phase we continued the melee by going 

down a new list of modifiers that eventu-

ally ended in a few hits on both sides.  

After cohesion tests and death rolls, we 

felt that we knew how the system 

worked, but there was a lot of discussion 

about it, both good and bad.   

       The game continued, with a unit of 

Italian arquebus joining the melee in the 

center against the German heavy weap-

ons on the flank of the German pike BG.  

This caused us to have to look up over-

laps, how the modifiers worked, etc., but 

after about 15 minutes we sorted things 

out and the game continued on.  By this 

time there were several exchanges of fire, 

a big melee in the center, and a light cav-

alry action about to occur on the flanks. 

      The melee continued...and contin-

ued...and continued.  The superior quality 

of the German pike BG really meant 

nothing except for the ability of being 

able to re-roll certain dice, which is great 

if youôre rolling those numbers.  If not, 

the pike battles could go on for quite 

some time.  We didnôt see it occur in our 

game, but clearly itôs meant for other 

units to join into the combat, which 

looked like it would be a nightmare of 

trying to figure out the modifiers for each 

BG.   

     We continued to play on and saw a 

light cavalry unit break and run after a 

few turns of combat, but after an hour set 

up and explanation of the rules, then three 
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and a half hours of game, we werenôt 

even at the halfway point.  The Swiss, 

Gendarmes, and the tercio were just get-

ting into position for an epic battle when 

we had to call it a night. 

      The initial impressions from the 

group were that FOGR had a beautiful 

rulebook and outstanding army lists.  

Everyone was stunned at the amount of 

detail and options that you could pick for 

your force.  There were, however, some 

expressions of shock at the length of the 

rules, which at over 200 pages, is under-

standable.  The rules do have a large 

number of examples of play, which help a 

great deal, even if some of them can go 

on for quite some time (the combat exam-

ple is 4 1/2 pages long!). 

      As far as gameplay goes the game 

looks really good on the tabletop, but in 

terms of gameplay we didnôt think that 

the game was very fun.  Even though 

there is die rolling, which introduces an 

element of chance, everyone got the feel-

ing that it was just one more step towards 

an inevitable conclusion.  That the Ger-

man pike BG would defeat the Italian 

pike BG was a foregone conclusion, but it 

was going to take several turns to get to 

that point.  Going through the modifiers 

over and over wasnôt very fun and at the 

end another unit was going to join the 

melee and we were dreading having to 

recalculate everything. 

     We thought that the system was very 

historical in that units acted much like 

their historical counterparts would have, 

but it was the gameplay that left us cold.  

It is definitely designed for tournament 

gamers and there is little to no chaos in 

the game, which was a hallmark of the 

period.  This is also a game where it real-

ly, really helps if everyone has and under-

stands the rules.  Teaching this to a group 

for a one off game is a difficult challenge 

and there are so many options or ways of 

doing things that you canôt possibly ex-

plain everything. 

      In the end, Iôm kind of on the fence 

with this one and Iôm not sure if we will 

bring it out again or not.  While there are 

some positives, the negatives easily offset 

them and it makes for an indifferent type 

of gaming experience.  I felt that I was in 

a tournament trying to use everything 

possible that the rules allowed and not 

having fun actually playing the game.  

There is nothing really wrong with the 

system, but I felt that there was little to 

no joy and excitement playing it. 
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