
The Battle of Sudley

Background
We played this battle using Warhammer Ancient Battles on Saturday September 6, 2008,
at my house. The game lasted seven turns and took about two hours to play.

This was the first pitched battle in our Lyonesse Dark Ages campaign.

Rory the King of Dalriana (Hibernians) and Rollo the Duke of Marchester (Normans)
were dividing the Kingdom of Cymria (Welsh) between them after Cymria was knocked
out of the campaign. King Rory, with a large army, invaded Cymria from the north, while
Duke Rollo invaded from the west. Rollo had captured Sudley and Llanfennen Castles,
and King Rory attacked him at Sudley. The Duke decided to fight in the open rather than
defending inside the castle.

Duke Rollo had about 900 men and three siege engines (large stone throwers):
2 x Comes on foot
2 X 19 Foot Milites (flag and musician, but no unit leaders)
20 x Liberi Spear
30 x Coloni slingers (3 units of 10)
2 x Supply Wagons
3 x Stone Throwers
12 Crew

King Rory had about 1300 men and one siege engine:

King Rory (Ri Ruirech)
40 slingers (2 units of 20)
2 Curadh 2hd ax
30 Fianna Lt armor, 2 handed ax
1 Sacardd lt armor, shield
1 Army Standard 2 handed ax
30 viking light armor, 2 handed ax
warchest (187)
30 Amsaigh (outlaws) 2hd ax
2 supply wagons
stone thrower + 3 crew



Strategic Map, AD 953, Turn 2



The Battle Board and Initial Troop Dispositions

Game Setup
The Dalrianans were allowed to set up 18”  onto the table. The Marchestrians could set up
24”  on. The table was seven feet wide and six feet deep. Neither side could set up within
a foot of the east or west edges.

King Rory set up with three phalanxes of 30 axemen. The Fianna were on the right with
most of the characters, including the Ri himself. The Vikings were in the center, and the
outlaws on the left. Between them were two units of 20 slingers in skirmish formation. A
long, low ridge reached southeast into the center of the battle board. King Rory placed his
siege engine atop this, where it could dominate the landscape. Rory was confident that his
numbers would tell against the defensive position of the Normans.

Duke Rollo placed his three engines on and next to a small hill on his side of the stream
that ran across the battle field. The stream would act as a band of rough ground and cut
movement by formed troops in half. He put two units of 20 foot milites (one comes in
each to lead it) in the center, and two wings of coloni slingers and liberi spearmen on the



flanks. Rollo looked a little resigned as he surveyed the grim-looking axemen ranged
against him.

King Rory was on the attack. In game terms, this meant he had 16 turns to break Rollo’s
army morale. Army morale breaks if a force ends a turn with half or more of its point
value killed, in flight, or routed of the table. A roll of the dice determined that Rollo
would be the first active player.

The Course of the Battle
Turn Action

1 Rollo: Most units hold. Right-flank skirmishers and liberi advance
across the stream. Their goal was the supply and engine. Rollo shot
his stone throwers but was woefully short on the range and they did
no damage.

Rory: The right-hand skirmish unit failed its warband test and
surged forward. The other skirmishers followed suit, spreading out
to allow their second rank to cast. The phalanxes advanced slightly.

2 Rollo: Rollo’s forces continued their same orders from turn 1. This
time he guessed much better with his throwers, killing several
axemen and squashing the Sacardd attached to the Fianna unit.

Rory: Rory’s men advanced full all across the field. His engine
misfired and was out of action for a turn.

3 Rollo: Rollo’s center and left-flank slingers were now in range of
the enemy skirmishers, and due to some very hot die-rolling
inflicted 8 losses on them. The enemy had a low leadership rating
and broke. Rollo’s thrower luck was poor however: One engine
misfired and was destroyed, and a second one misfired and was
disabled for a turn. The third managed to kill one Viking axeman.

Rory: In fear of the slingers, Rory broke all three of his phalanxes
into skirmish formation (all were light infantry) and pushed them
forward. This would prove to be a major error on the next turn.



4 Rollo: More hot die rolls caused the second enemy slinger unit to
break  These slingers outnumbered the Fianna, who being in
skirmish order had to test when a routing skirmish unit came within
4”  of them. They failed this test (leadership of 7) and began to flee.
It turned out that barbarian characters have relatively low leadership
ratings. Rollo’s stone throwing had no effect this turn, rolling out
into nowhere on the scatter dice.

Rory: Rory’s Fianna failed to make their leadership and kept
fleeing. His outlaw unit charged the enemy liberi near the ridge on
his left flank. They easily beat the spearmen (2-handed axes strike
last in combat but are murderous weapons) and routed them. The
spearmen however outdistanced the outlaws by one inch in the
pursuit phase.

5 Rollo: Rollo managed to rally his five remaining liberi, forming
them up into a frail-looking line to meet the charge of the Amsaigh
outlaws. His stone throwers did no damage. His slingers picked off
a couple of Vikings. The Vikings were now getting close to the
stream, and both players researched the Fury of the Norsemen rule.

Rory: Rory’s first slinger unit, with an attached Curadh, failed to
rally and routed off the table. His Fianna also failed to rally and ran
again. The edge of the table was beginning to look close. He
charged his outlaws at the spearmen, not bothering to form up.
Since his men were skirmishing he could not use depth or bring
good numbers to bear on the enemy. The liberi scored two hits,
while the Irish scored none. The Irish failed their leadership and
broke. On the pursuit phase the liberi caught the outlaws in the rear
and shattered them.

Rory now had only two viable units: The Vikings and one slinger
unit that had managed to rally. His stone thrower was having
trouble targeting due to the scatter dice.

6 Rollo: Rollo advanced his center coloni across the stream and
picked off another Viking. One of his catapults disabled itself again
for a turn. The other did no damage.

Rory: Rory’s Fianna again failed to rally and after their rout move
were only a few inches from the table edge. He charged the center
coloni with his Vikings. The coloni promptly broke and fled.



7 Rollo: Rollo’s liberi charged one of the Irish supply wagons and
destroyed it. His coloni kept running. He began pulling his two
engines back out of danger and advanced his milites to meet the
expected Viking onslaught.

Rory: Rory yet again failed to pass leadership with his Fianna, who
fled doff the table. This broke his army morale and the game ended
with the Irish fleeing madly back north.

Losses:
Rollo: 4 coloni killed. 7 liberi killed, 2 routed off. Engines: 1 destroyed (he can repair it
for half its point value), 1 crewman killed.

Rory: 12 slingers killed, 13 routed off. 1 Sacardd killed. 5 Fianna killed, 25 routed off. 5
Vikings killed. 3 outlaws killed, 27 routed off.

Conclusion
The lessons of this battle seem to be that slingers are very powerful in defense, and that
heavy troops are more better kept in close order. Rory and Rollo left the field of battle
deep in consultation. Rory had sent another force that captured Llanfennen Castle this
same turn, so his strategic position is still good.



Pictures of the Action

Rory’s Mercenary Viking Phalanx



Rory’s Stone Thrower in Action



Coloni Slingers. Figures by Old Glory



Dalr iana’s Army in Battle Order



One of Rollo’s Milite Units. Figures by Ral Par tha, with one Hinchliffe Comes



The Marchestr ian Ar tillery with Coloni Screening it. Engines scratch-built. Coloni
by Ral Par tha. Gunners a wild mixture of old D& D Figures and Minifigs Medieval

Gunners



The Amsaigh in Skirmish Order



Rory’s Slingers in Flight while the Open-order  Vikings Surge Forward



The Amsaigh broke the L iber i on Rory’s left flank but failed to catch them in
pursuit



Final Positions when Rory’s Army Morale Failed


