


     When we 
first played the 
War of the 
Roses using 
Hail Caesar we 
were short a 
few members 
of our group, 
mostly due to 
the weather.  
After numer-
ous other de-
lays we finally 
got back to trying our hand 
at this interesting period a 
second time and we would 
be using the new edition of 
the Hail Caesar rules.  
Leading up to the game we 
posted a few times on the 
email group for the club 
about the changes for lead-
ers and how medieval/War 
of the Roses troops are now 
handled. 

      For this battle we were 
back in our usual surround-
ings, which is a table at the 
Trenchworx factory site.  
This would be a bit smaller 
than the first game as it 
would be played on a 6 x 4 
table with only five players 
available.  After scaling 
down the forces the terrain 
was set up.  It wasnôt until 
much later that we deter-
mined that the terrain 
should have been scaled 
back as well!  What looked 
pretty good at the set up 
actually ended up creating 
some traffic jams and diffi-
cult to attack areas, not to 
mention trying to deploy 
troops. 

    The Yorkist side 
had the following 
units, organized 
into four divisions: 

¶ (2) medium 
artillery pieces 

¶ (1) unit of 
arquebus 

¶ (1) unit of 
skirmishers 

¶ (6) units of household 
troops 

¶ (3) units of heavy in-
fantry 

¶ (4) units of dismount-
ed knights/men at 
arms in small units. 

¶ One cavalry division 
with one mounted 
knights/men at arms 
unit and one unit of 
light cavalry. 

 

     The Lancastrian side 
was almost identical, but 
swapped out a unit of 
heavy infantry for a regular 
sized unit of archers and 
instead of an arquebus unit 
there was an additional unit 
of skirmishers.  The scenar-
io rated the King as a 3, 
while all of the other lead-
ers were 2s with everyone 
having a command value of 
8.  We set up by division, 
then went over the rule 
changes. 

      The biggest change is 
probably the leaders and 
their abilities, particularly 
the command re-roll for the 
commanding general.  Af-
ter that it was a discussion 
on how to close ranks, 
shooting at armored troops 
to their front, longer range 
for English bows, and the 
special abilities of various 
units.  After that, it was 
onto turn 1.   (cont. on p3) 
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(cont. from p2)  The Lancastrians had 
some issues with their set up, namely the 
overall commander was on the far right, 
plus they had to traverse the village and 
the bridge.  It didnôt help things that the 
first command roll was a failure, then so 
was the re-roll!  At least in the center the 
Lancastrians were able to get Cliffordôs 
command moving and towards the walled 
area of the farm.  Both sides had their 
cavalry in reserve, thinking that they 
could move quickly to intervene any-
where on the board, which was definitely 
mistaken! 

     The action got heated up on the York-
ist right flank pretty quickly.  There was 
an initial exchange of archery fire, then 
both sides closed in a series of attacks 
and counterattacks.  Just when it looked 
like the Yorkists were going to prevail, 
several bad rolls and a Lancastrian coun-
terattack pushed them back to the start 
line.  After a few more turns, the Yorkist 

units (who had fewer hits on them) 
pushed back yet again, creating some 
holes in the Lancastrian defenses. Ox-
fordôs remaining reserves were called 
forward to check the Yorkist advance. 

       On the Yorkist left, a promising start 
soon turned into scattered fighting.  De-
spite the slow Lancastrian advance on 
that flank, the Yorkists were unable to 
take advantage of it.  This resulted in the 
Yorkist attack on the Lancastrian just 
outside the village and being unable to 
block Lancastrian units coming over the 
bridge.  The Yorkist command on that 
side also had to keep a wary eye on the 
center and for the appearance of the Lan-
castrian cavalry.  This simply left the 
command too spread out, with three areas 
to cover.  The Lancastrians slowly moved 
up to the river and were setting up for a 
long range barrage. 

     In the center the battle really started to 

take shape.  Both the Yorkist division 
under the King himself and Cliffordôs 
division on the Yorkist side piled into the 
center, trying to control the walled area 
next to the farm.  There were a series of 
charges back and forth, with both sides 
taking a lot of hits, but somehow rallying 
just enough to stay in the fight.  All play-
ers were focused on this one area as if 
either side lost it would greatly change 
the course of the battle! 

     Back on the Yorkist right, there were 
gains being made, albeit slowly.  Every 
attempt to make a breakthrough, then turn 
towards the center was rebuffed.  The 
grinding nature of the battles meant that 
both sides were getting close to breaking.  
A few more attacks and Oxfordôs Lancas-
trian division finally did break, but the 
Yorkists on that flank were heavily dam-
aged and were in no shape to continue the 
pursuit or intervene elsewhere.  (cont. on 
p4) 
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(cont. from p3)    On the left flank, the 
Yorkists units were just trying to meet all 
of the threats.  The battle in front of the 
town was inconclusive, there was an en-
gagement near the center where they 
were trying to support the King, and they 
were getting hammered by archery from 
the other side of the river!  While more 
troops were trying to get to the front, one 
unit rolled snake eyes on its break test 
and all of a sudden things went from bad 
to worse.  The Yorkist command moved 
further away from the river and decided 
to focus on supporting the center. 

      In the center the Kingôs forces actual-
ly got across the wall and drove back 
Cliffordôs division.  There was a brief 
moment where things looked really 
promising and the Lancastrian army 
might get cut in half, but as quickly as 
that chance appeared it vanished.  

Cliffordôs units counterattacked, destroy-
ing one Yorkist unit and driving back the 
others in support.  Looking around it was 
clear that the Yorkist battle plan had 
failed and there simply werenôt enough 
units to press the attack any longer.  The 
Lancastrians werenôt in good enough 
shape to decisively win by pursuing the 
Yorkist units, but they had won the day 
and the battle. 

     First, the terrain was too constricting 
for 28mm troops!  The cavalry of both 
sides never really got into action, where it 
could have been decisive for both sides.  
Definitely a lesson to be learned here for 
setting up scenarios in the future.  The 
other thing that we had a hard time ad-
justing to, but we felt was a fun aspect of 
this period, is that units stay in the fight 
for much longer than other periods.  This 
of course is due to the heavy armor and 

saves that the units get.  This means that 
there is usually a 50% chance of a save 
on a hit, so units that get some good rolls 
can take a lot of abuse!  We discussed 
how this might affect our tactics in future 
battles, but weôre unsure of what works 
best at this time. 

       We still felt that there was too much 
archery.  During the war, it seemed like 
there was an arrow storm, then everyone 
plowed right into each other.  With the 
rules it seems like some units can sit on 
the flanks and fire forever!  Hopefully 
when the War of the Roses army book 
comes out this is addressed.  Overall, the 
latest edition of the rules worked pretty 
well.  The funny thing is that we really 
never used a lot of the new leader fea-
tures nor the Closed Ranks rule!  Weôll 
definitely set up another scenario soon for 
this interesting period. 
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A few more images from the battle, showing the desperate fight around the farm walls and outbuildings.  The Yorkists could not make 
any headway, despite winning several of the individual melees.  The cavalry never got into action due to the traffic jams! 


