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INTRODUCTION 
 
These rules are designed to allow you to play three types of game - a standard "my 
army against your army" wargame; a scenario game, where the forces are unlikely to 
be fairly balanced; or a simply managed campaign. All are fun, but we think that the 
campaign system will give you the full flavour of the Anglo-Scottish Borders in the 
sixteenth century. Whilst the Reivers did conduct large raids for reasons other than 
plunder, most of the time what they wanted was livestock. Because of this the rules 
include a section on the control of animals, and the campaign systems emphasis is on 
what you can steal rather than how many men you can kill. 
 
We suggest that you play a few simple games using only the combat mechanisms 
detailed below before using the scenario generation system or moving on to a full 
blown campaign.  
 
 
Histor ical Background 
In the sixteenth century the Anglo-Scottish Borders were a place of continual strife, 
and had been such for at least the previous three hundred years. This had bred a race 
of hard men used to making their living by raid and skirmish. Both Scotland and 
England used their borderers as a raiding force against the other country in time of 
war, indeed they were considered the finest light horsemen in Britain. Neither side of 
the border was better than the other, but some places along it were far worse than 
most. 
 
The nature of the borders had developed a clannish nature amongst its inhabitants, 
and they gathered together in 'surnames'. Amongst the worst of these were the Elliotts 
(Scottish) of Liddesdale and the Armstrongs (Scottish or English as they wished) of 
the Debatable Land, two of the most feared places along the border. Amongst the 
other great 'riding surnames' were the Scotts, Kerrs, Johnstones, Maxwells, Pringles, 
Irvines, Laidlaws (all Scottish); the Dacres, Robsons, Charltons, Dodds, Herons, 
Carnabies (all English); and Grahams and Bells (Scottish or English as they wished). 
 
The latter part of the sixteenth century can be considered the heyday of the reivers, 
and it is this period we are concerned with. On both sides of the border society was 
divided by class. Simplified, at the top of the heap sat the great border lords or lairds. 
Beneath them came the land-owning 'gentry', usually the headmen (heidman) of a 
'surname'. They would often reside in a Peel Tower surrounded by a protective 
Barmekin (wooden palisade). Next there came the tenant farmers, who would owe 
allegiance to their 'heidman' and form most of his reivers when he went out on a raid. 
The richer of these would live in a Bastle house. Lastly we have the farm labourers or 
peasants, who would rely on the tenant framers for their protection.  
 
The nature of the border meant that even its laws were not the same as the rest of the 
country. Each nation divided the border into three sections - East, Middle and West 
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Marches - and appointed a Warden to administer justice in each March. The Wardens 
were often appointed from the local Nobility, and so could not be relied upon to be 
impartial; indeed most seem to have been involved in raiding themselves to some 
extent or other.  
 
Justice was often rough and ready. If a reprisal force could be gathered quickly 
enough after a raid it could follow the raiders (the Hot-Trod) to try and recover the 
stolen livestock or goods. If the raiders were caught with the stolen goods (Red-Hand 
from which we get red-handed), they could be hung on the spot. 
 
The family based nature of border society also gave rise to 'deadly feud' amongst 
'surnames'. If a Charlton killed a Scott for example, it was likely that both families 
would pursue a feud against the other, sometime for generations.  
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COMBAT RULES 
 
 
INTRODUCTION 
These rules are designed to provide the framework for a skirmish game using 
between 15 and 50 figures a side. All measurements are in inches and only a ten-
sided dice (D10) is required. 
 
 
GAME BASICS 
The game uses ten sided dice (D10). At any time when a dice is rolled (EXCEPT 
when rolling for initiative) a roll of 1 is always a Perfect Success, and a roll of 10 is 
always a Total Failure. How this affects various situations will be detailed below. 
 
All human figures should be based individually, but animals should be based in herds 
of 2-3 animals on a single base. 
 
Groups 
The opposing forces are sub-divided into groups of 5-10 figures each. Each group 
will have one or possibly two individuals who move with the group and command it; 
e.g. a group of 8 Reivers accompanied by a Heidman (the head of a border family or 
"Surname") as a Leader or a group of 10 Wardens Men led by a Sergeant. Whether a 
figure is an Individual or must be part of a group is shown in the section on Figure 
Statistics below. 
 
All members of a group must remain within 4" of each other except for Individuals. 
Groups may also detach up to 10% of their number (rounded up) for animal herding, 
sentry duty, or to summon the Hot Trod. Once detached such figures count as 
individuals and do not suffer any penalties imposed on their parent group following a 
Command test. If at any stage they rejoin their group then all group bonuses and 
penalties apply as normal. 
 
Figure Statistics 
Each class of figure or individual has a line of statistics shown for it, detailing its 
abilities during the game. The statistics are as follows: 
 
M - Melee Weapon skill.  The number shown is the base below which the player 
needs to roll on a D10 to achieve a hit in melee. A Perfect Success means that the 
enemy is killed without being able to make a saving throw. A Total Failure means 
that the figure loses any further actions it has available for that turn. 
 
R - Ranged Weapon skill.  The number shown is the base below which the player 
needs to roll on a D10 to achieve a hit when using any kind of ranged weapon. A 
Perfect Success means that the enemy is killed without being able to make a saving 
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throw. A Total Failure means that the figure loses any further actions it has available 
for that turn. 
 
C - Command.  The number shown is the base below which the player needs to roll 
on a D10 to maintain morale, and also for other checks detailed below, for either the 
individual figure or group. 
 
A - Actions.  The number of actions that each figure can carry out each time it is 
activated. 
 
MV - Movement.  The distance the figure can move through open terrain per Action 
used on foot. For mounted movement see the section on horses below (under points 
costs). 
 
W - Wounds.  The number of wounds the figure can take before being removed from 
play. 
 
D - Defence.  The base from which weapon damage is deducted to see if a wound is 
inflicted.  
Statistics for the various armours available are as follows:- 
 
Class Armour Type Points 
Defence class 
10  

 No armour 0 

Defence class 
11  

 Leather Jerkin or Helmet 2 

Defence class 
12  

 Jack or Leather Jerkin and Helmet 4 

Defence class 
13  

 Jack and Helmet 6 

Defence class 
14  

 Breast plate and helmet 8 

Defence class 
15  

 Half armour (Breast, Back plate, Helmet, thigh and 
arm pieces) 

10 

 
It is highly unlikely that any borderer fought in full armour, which was limited to 
tournaments by this time. 
 
PTS - Points Cost. The cost of that figure on foot. If you wish to provide a figure 
with a horse one must be bought separately as follows:- 
 
Horse Type Movement rate Points cost 
Nag 5" per rider action used 10 
Hobby 6" per rider action used 20 
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Arab 7" per rider action used 30 
 
 
FIGURE TYPES 
There are 5 basic figure types - the statistics for these are detailed below:- 
 
FIGURE TYPE M R C A MV W D Pts 
Laird / Warden I 6 5 7 3 3 3 *  30 
Heidman / Deputy 
Warden 

I 6 5 6 2 3 2 *  25 

Veteran Reiver / 
Sergeant 

I 6 5 5 2 3 1 *  20 

Reiver / Soldier G 5 5 4 2 3 1 *  15 
Peasant / Townsman G 3 3 3 2 3 1 *  5 
 
Type: I = Individual and G = Group   
 
*  - Figures should count as armed and armoured exactly as the model depicting them 
unless agreed between players before the game. 
 
The points cost is for the figure only. To this must be added the cost of a horse (if 
any), armour and weapons. 
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GAME SETUP AND TURN SEQUENCE 
 
1) Set up battlefield. One player should place whatever terrain he wishes. Up to half 

the terrain pieces placed may then be moved or removed by the other player. 

2) Dice for initiative - roll 1D10 each, adding your highest Command Rating. The 

player with the highest total score may chose which side of the table he wishes to 

deploy on, and the player with the lowest score then deploys his first group. 

Deployment is always within 6" of the table edge unless otherwise specified later 

in the rules. 

3) The players take it in turn to deploy the remainder of their groups, and then battle 

commences. 

4) Game Turn Sequence: 

a) Dice for Initiative as above.  

b) The winner may either activate their first group, or choose a group of their 

opponents to be activated. Once a group has been activated all figures within 

the group are allowed to use as many or few of their actions as they wish. All 

the actions of one figure must be completed before moving on to the next 

figure in the group. 

c) The opposing player then activates one of his groups. 

d) Repeat steps b) and c) until all groups have been activated. This ends the turn 

and you return to step a). 

 
Note that sections 1-3 above may not apply if you are using the raiding or campaign 
sections of these rules. 
 
 
AVAILABLE ACTIONS 
The following actions are available to each figure as it is activated. Each figure may 
only use as many actions per turn as stated on its record sheet. 
 
MOVE - For each Move Action used a figure may move up to its movement distance 
in inches. 
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FIRE - A figure may use one Action to fire any ranged weapon it possesses. There is 
one exception to this: Hackbuts (arquebuses) and Dags (pistols) require two actions 
to reload.  
 
AIM - A figure may spend one Action to aim. Aiming gives the figure a +2 RW and 
+1 Damage.  
 
MELEE - When a figure is in base-to-base contact with an enemy figure it may 
attack with hand-held weapons. 
 
CHARGE / COUNTERCHARGE - Is any Move Action that brings a figure into 
base-to-base contact with an enemy figure, and is essentially a Move and Melee 
Action combined. A Charge Action gives the attacker +1 M and +1 Damage. The 
Charger is not required to move any minimum distance. A Countercharge is made by 
a figure on Hold at an enemy figure charging it or any other friendly figure within 
move distance. 
 
SPOT - This is an Action used to locate and expose a Hidden figure. The Spotting 
figure needs to roll equal to or under its Command Rating (C) to make a successful 
spot. For each additional attempt to Spot a Hidden figure you get +2 C. If the Hidden 
figure is over twelve inches away, the Spotter gets a -2 C. If the figure is in cover the 
Spotter gets a further -2 C. A Perfect Success roll when spotting means that ANY 
Hidden figure in the forward 180 degree arc of the spotting figure is seen. 
 
ORDERS - An Individual figure may give Orders to any friendly group or individual 
with a lower Command rating within 6” , provided that the target group or individual 
has not been activated yet this turn. This Action ends the turn for the figure giving 
Orders and automatically activates the group or figure that was given the Orders. 
 
RALLY - Any Individual figure can use an Action to try and Rally any panicked 
group within 6” . The Individual must roll equal to or under its Command Rating to 
succeed. Any Individual may only do this once per turn. The -2 C penalty for 
panicked troops applies. 
 
HOLD - In effect, the figure performing this action “saves” one Action for later use. 
Place a Hold marker next to the figure. This saved action may be used, at the players' 
discretion, after any enemy figure performs a visible Action within the holding 
figure’s line of site. Visible Actions are:- Move, Aim, Fire, Melee, Charge. Actions 
that can be carried out when on Hold are:- Move, Fire, Countercharge. 
 
MOUNTING / DISMOUNTING - To mount or dismount takes one action. 
 
OTHER ACTIONS - During games players will usually find something they want 
to do that is not covered by the rules, in these circumstances players should agree 
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between themselves as to how many actions are required. If the players cannot agree 
then they should roll a dice.  
 
 
SPECIAL ABILITIES 
In addition to the general actions available to all figures, there are also some actions 
usable by only those groups whose record sheets specify that the action is available to 
them. 
 
Ability Description Cost 
CUNNING Any figure with this ability may use 1 Action to hide 

from its enemies. Hidden figures may not be targeted 
until Spotted, unless they move or fire, when they will 
be spotted automatically. 

20 points 

HUNTSMAN Any figure with this ability counts as Cunning, but 
while Hidden may move its full distance and/or fire a 
bow and remain Hidden. This only applies while the 
figure is on foot. 

40 points 

STOCKMAN Any figures with this ability can herd any animals up to 
the animal's maximum move. 

10 points 

HOUNDSMAN Any figure with this ability can control Sleuth Hounds, 
which can assist in following a trail.  

10 points 
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MOVEMENT 
Each figure has a movement distance per action used specified in its ratings. 
 
Bad Going 
This movement is halved (rounded up to the nearest whole inch) if the figure is 
moving through thick woods, fording streams or crossing broken ground. Figures 
may also swim at half speed.  
 
L inear Obstacles 
These include walls and hedges. A figure on foot may cross a linear obstacle that is 
no higher than a man in one action. For even higher obstacles please see climbing 
table below. 
 
Mounted figures may not cross linear obstacles - unfortunately they are not riding 
steeplechasers! 
 
Climbing 
Figures may climb 2" vertically per action. For every 2" climbed they must pass a 
Command test or fall. If they do fall they may take damage as follows:  
 

Fall Damage 
up to 2" 2 
2"-4" 4 
4"-6" 6 
6"-8" 8 

over 8" 10 
 
Animal Movement 
 
Animal Class Move 
Horse Nag 5" 

Hobby 6"  
Arab 7" 

Cattle &  Sheep  3" 
Pigs  2" 
 
For animals being driven the above speed is that per action used by the figure doing 
the driving. 
If animals are moving on their own assume that all animals have two actions. 
 
It requires at least one figure per two stands of animals to drive them.  
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To drive a group of animals successfully the herder must be in base to base contact 
with them. He then needs to roll 8 or less on a D10. This may be modified as 
follows:- 
 
-4 If the figure has the Herdsman special ability  
+4 If any gunshots have been fired within 12" of the animals this turn 
+2 If there is any melee within 6" of the animals 
+1 For each additional group being driven after the first 
 
If the herder is unsuccessful the animals will bolt. If the failure is due to gunfire or 
melee, they will go their maximum move directly away from the disturbance (if both 
apply, gunfire has priority over melee). If neither of these apply then they will bolt 
randomly as follows:- 
 
Die Roll L ivestock Random move Result 
1-3 Livestock moves directly away from the herder 
4-7 Livestock moves to the left of the herder 
8-10 Livestock moves to the right of the herder 
 
 
 
COMBAT 
 
MELEE 
Once a figure has Charged into base-to-base contact with another figure it is in 
Melee. If the other figure is on Hold it may counter-charge. Both figures then roll a 
D10, and modify the score by adding their command Rating. The player with the 
highest score gets to attack first. If the loser of the Command test survives this attack, 
he may then carry out his attack. Both figures get Charge bonuses. 
 
In order to try and hit the opposing figure, use your figures Melee Rating, modified 
for charging, outnumbering etc. Then roll this score or less on a D10 to achieve a hit. 
If the target is hit, deduct the weapons Damage (plus any modifiers) from the targets 
Defence. The target must roll this score or less on a D10 or take one wound.  
 
The combat will continue until one figure is dead or moves out of the combat. For 
any subsequent attacks after the first Charge bonuses do not apply. 
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CLOSE COMBAT MODIFIERS 
PER EXTRA FIGURE 
IN CLOSE COMBAT   

 You gain +1 M and +1 Damage for each extra 
friendly figure attacking the same enemy figure. 

CHARGE    When you Charge in Melee, you gain +1 M and +1 
Damage 

CHARGE FROM 
HIDDEN   

 When you Charge from Hidden, you get an 
additional +1 M and +1 Damage 

PANICKED FIGURES    If the targeted figure is Panicked, you get +2 M 
 
RANGED WEAPONS 
To fire a ranged weapon, first chose the target your figure wishes to shoot at. Then 
measure the range to the target. Ranges must NEVER be pre-measured. 
 
Use your figures Ranged Weapon Rating, modified for range or cover etc. You must 
roll this score or less on a D10 to hit. 
 
If the target is hit, deduct the weapons Damage (plus any modifiers) from the targets 
Defence. The target must roll this score or less on a D10 or take one wound.  
 
 
RANGED WEAPON MODIFIERS 
AIM    When you Aim at an opponent you get +2 RW and +1 

Damage 
01-50% COVER    If the targeted figure is even partially obscured -2 RW 
Over 50% COVER    If the targeted figure is more than 50% obscured -4 RW 
PANICKED 
FIGURES   

 If the targeted figure is Panicked +1 RW 
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Weapon Statistics 
 
Weapon  Close 

range 
Long 
range 

Range 
minus 

Damage 
points 

Points 
Cost 

Dagger / Improvised 
Weapon 

Melee only - 2 0 

Sword Melee only - 6 5 
Spear Melee only - 6 5 
Bill / Jeddart Axe  Melee only - 7 10 
Latch (small crossbow) 10" 18" -3 4 10 
Dagg (Pistol) 6" 10" -4 6 10 
Hackbut (Arquebus)  10" 18" -5 6 20 
Bow  16" 24" -3 5 20 
Improvised Missile 
Weapon 

3" 6" -4 2 0 

Dropped Rock / Oil / 
Water 

Vertical drop only N/A 5 *  

 
Dropped rocks, boiling oil etc can only be used from suitable fortified buildings. 
Supplies of such weapons should be agreed before any game where they will be used. 
 
Breaking Away 
If a figure wishes to break off the combat it can use one action in its turn to attempt 
this, using the following chart:- 
 
Melee Type Break Off Conditions 
Infantry breaking 
away from 
Infantry 

Both figures make an initiative roll - the figure breaking away 
needs to win to be successful 

Infantry breaking 
away from 
Mounted 

Both figures make an initiative roll - the figure breaking away 
needs to win to be successful 

Mounted 
breaking away 
from Mounted 

Both figures make an initiative roll - the figure breaking away 
needs to win to be successful 

Mounted 
breaking away 
from Infantry 

Always successful 
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Command 
When a group first loses a figure or sees an Individual die within 6" it must take a 
Command test. 
 
The group rolls a D10, and must score the same or less than the highest remaining 
Command Rating in the group. Note that the Command Rating of any Individual 
within 6" of at least 50% of the groups remaining figures may be used instead, if the 
player wishes. 
 
If the test is passed, the group carries on as normal. However, a further Command test 
must be taken each time another figure in the group dies. These subsequent tests are 
made with a -2 modifier to the dice roll. 
 
If the group fails it is Panicked, and all effects of this as detailed in the various 
sections of the rules are applied. The group cannot initiate any attacks whilst 
panicked, and must use all its actions to retreat. If the group moves off table it is lost 
for the purposes of the game. 
 
Any individual may try and Rally the group. To do so they use one action. They must 
roll the same or less than their Command Rating. A modifier of -2 is applied to their 
dice roll. 
 
If a Perfect Success is made for any Command test, the unit recovers immediately, 
and can use all actions normally available immediately. If a Total Failure is rolled, 
the group routs, and is immediately removed from the table. 
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Scenar io Generation 
Firstly the players choose who is to be the raider and who to be raided, and decide 
what size forces (in points) that they will be using. Force sizes should be equal at this 
stage. These forces should be placed on table in their relevant groups.  
 
The defender should have a building and two herds (bases) of animals for each five 
figures in his starting force. He then places the terrain, his buildings and his livestock. 
The buildings should be roughly in the centre of the table. No more than two herds of 
animals may be placed in any square foot of table 
 
Once the terrain has been placed the raider rolls secretly on the RAID table to 
discover his mission. The result should not be divulged to the defender. He then rolls 
on his RANDOM TABLE and notes the result. This should be advised to the 
defender. The defender now rolls against his RANDOM TABLE, modifying his 
result as required by the raiders die roll. Where Players are required to lose part of 
their force, they may chose which groups or individuals are lost. 
 
Once all the dice rolls have been made Players deploy as required by the scenario, 
and the raid commences. 
 
Raid Table 
1-3 Raid for livestock. 
4-6 Kidnap most important enemy individual or wife. 
7-9 Demand 'Blackmail'. If not paid cause as much destruction as possible. 
10 Feud. Immediately choose one of your opponents individuals as the target for 

your feud. If he is not at the village when you arrive, revert to 'Blackmail'. 
 
Raiders Random Table 
1 Problems - 30% of men and individuals do not reach the target. Set up on the 

table edge regardless of defenders dice roll. 
2 Problems - 30% of men and 1 individual do not reach the target. Those that do 

reach the target set up on the table edge regardless of defenders dice roll.  
3 Problems - 20% of men and 1 individual do not reach the target. Set up 

determined by the defenders dice roll. 
4 Problems - 1 Individual is thrown from his horse, 3 men left with him. Set up 

determined by the defenders dice roll. 
5 Problems - 1 group and 1 individual find an unwatched flock of sheep, and 

return home with these. Set up determined by the defenders dice roll. 
6 No problems - Set up determined by the defenders dice roll. 
7 No problems - Set up determined by the defenders dice roll. 
8 Easy journey - you reach the target in good time. Defenders die roll modified by 

-1. Set up determined by defenders dice roll. 
9 Easy journey - you reach the target in record time. Defenders die roll modified 

by -2. Set up determined by defenders dice roll. 
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10 Easy journey - you reach the target in record time and your men are all in high 
spirits. Defenders die roll modified by -4 and you set up within 18" of the table 
edge regardless of defenders roll. Set up otherwise determined by defenders dice 
roll. 

 
 
Defenders Random Table 
1 Night - Total Surprise. Only 30% of men and 1 individual available. 1 figure 

may be used as a sentry. All others are allocated between all available buildings 
and are asleep. Visibility restricted to 8" for 4 turns. Units cannot react to unseen 
opponents until gunfire is heard or an alarm shouted (this takes one action). 
Raiders choose what table edge to come in on, deploy ALL groups after 
defenders and start up to 18" in from the table edge.  

2 Night - Total Surprise. Only 40% of men and 1 individual available. Up to 10% 
of available men are allocated as guards and placed first. The remainder are 
deployed asleep between all buildings. Visibility restricted to 8" for 4 turns. 
Units cannot react to unseen opponents until gunfire is heard or an alarm shouted 
(this takes one action). Raiders choose what table edge to come in on, deploy 
ALL groups after defenders and start up to 12" in from the table edge. 

3 Night - Surprise. 50% of men and 2 individuals available. Up to 10% of 
available men and 1 individual are allocated as guards and placed first. The 
remainder are deployed asleep between all buildings. Visibility restricted to 12" 
for 3 turns. Units cannot react to unseen opponents until gunfire is heard or an 
alarm shouted (this takes one action). Raiders choose what table edge to come in 
on, deploy ALL groups after defenders and start up to 6" in from the table edge. 

4 Night - Surprise. 75% of men and 2 individuals available. Up to 20% of 
available men and 1 individual are allocated as guards and placed first. The 
remainder are deployed asleep between all buildings. Visibility restricted to 12" 
for 3 turns. Units cannot react to unseen opponents until gunfire is heard or an 
alarm shouted (this takes one action). Raiders choose what table edge to come in 
on, deploy ALL groups after defenders and start up to 6" in from the table edge. 

5 Dawn - Surprise. 75% of men and 2 individuals available. All are awake. Up to 
20% of available men may be positioned as watchmen; remainder must be 
within 6" of a building, with at least 6" between men. Visibility restricted to 18" 
for 2 turns. Units cannot react to unseen opponents until gunfire is heard or an 
alarm shouted (this takes one action). Raiders choose what table edge to come in 
on, deploy ALL groups after defenders and start up to 6" in from the table edge. 

6 Dawn - Surprise. 100% of men and all individuals available. All are awake. Up 
30% of available men may be positioned as watchmen; remainder must be 
within 6" of a building, with at least 4" between men. Visibility restricted to 18" 
for 1 turn. Units cannot react to unseen opponents until gunfire is heard or an 
alarm shouted (this takes one action). Raiders choose what table edge to come in 
on and start up to 6" in from the table edge. Defenders deploy all sentries first, 
then raiders deploy a group, then continue deployment alternately as per main 
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game rules. 
7 Dawn - Last minute warning! 75% of men and 2 individuals available. Visibility 

restricted to 18" for 1 turn. Units cannot react to unseen opponents until gunfire 
is heard or an alarm shouted (this takes one action). Deploy alternately, with 
Raiders deploying first up to 12" in (they choose which edge). Defenders must 
deploy within 12" of a building. Up to one of the defenders groups may start the 
game in hiding.  

8 Dawn - You knew they were coming! 75% of men and 2 individuals available. 
Visibility restricted to 18" for 1 turn. Units cannot react to unseen opponents 
until gunfire is heard or an alarm shouted (this takes one action). Raiders deploy 
first at table edge (they choose which edge). Up to half defenders groups may 
start the game in hiding, with no restrictions on deployment. 

9 Dawn - You knew they were coming! 100% of men and all individuals available. 
Visibility restricted to 18" for 1 turn. Raiders deploy first at table edge (they 
choose which edge). Up to half defenders groups may start the game in hiding, 
with no restrictions on deployment. 

10 Daylight - You knew they were coming and they're late! 100% of men and all 
individuals available. Raiders deploy first at table edge (they choose which 
edge). Up to half defenders groups may start the game in hiding, with no 
restrictions on deployment. 

 
 
Campaign system 
Each player will assume the role of a small border 'Surname' or 'Riding Family'. 
Forces can either be built using a fixed points total (say 250-750 points), or if running 
a campaign with many players, each can use whatever figures they have (ideal for a 
club game, where there are always some members who do not paint as prolifically as 
others).  
 
In the latter case the players should be divided into Scots and English parties, with 
approximately equal numbers on either side. The player with the largest number of 
figures on each side takes on the role of Laird, with the other players being his 
tenants or minor surnames. These starting alliances should not prevent later changes 
of side, betrayals etc.  
 
The borders were remarkably open, and whilst surprise was easy to achieve at a 
tactical level, everybody seems to have known everyone else's name and business, so 
you would know who had just stolen your cattle, where they lived, what routes they 
were likely to use and their most likely meeting places after a raid. 
 
This makes running a campaign a lot easier, because hidden movement can be 
represented in an abstract fashion, which we do using a pack of ordinary playing 
cards. At the start of a campaign give each player a full suit of cards (clubs or hearts 
etc.). If there are more than four players use packs of cards with different backs so 
that it is obvious that clubs with a picture of Spain on the back belong to player A 
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whilst clubs with a naked lady on the back belong to player B! More about the use of 
cards later. 
 
Record keeping is kept to a minimum. You need to keep records of all goods reived, 
and of any monies gained from selling such goods. Records also have to be kept of 
your figures, noting which have been wounded and what experience points, if any, 
they have earned. 
 
 
Star t up 
Each player will need a building for every five figures in his force. One of his 
buildings may be defensive (i.e. a bastle house or peel tower). He will also need 
enough herds (bases) of livestock to represent his holdings. The buildings and 
livestock must be purchased from his starting funds. No more than 10% of your 
starting funds may be kept in cash; the balance must be spent on buildings or 
livestock. 
 
Players starting funds consist of half the value in points of his forces in pounds, so a 
250 point force would have £125 pounds to spend. 
 
Costs 
 

Construction Building type 
Cost Time 

Defence Capability 

Basic hut £5 1 week None 
Bastle House £25 4 weeks Can hold 15 figures and 9 horses or 3 

herds 
Peel Tower £100 8 weeks Can hold 20 figures and 12 horses or 4 

herds 
Barmekin £10 1 week Can hold 21 figures or 7 herds 
 
Animal Cost 
Horse - Nag £10 
Horse - Hobby £20 
Horse - Arab £30 
Herd of Cows £20 
Flock of Sheep £10 
Herd of Pigs £5 
 
 
 
Campaign Turn Sequence 
 
1. Allocate spending on intelligence resources for this turn.  
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2. Allocate spending for reinforcements or to upgrade buildings. 
3. Choose which cards you wish to use this turn (1 picture card and 4 number cards 

plus any extra cards generated by intelligence resources). Remember to clip on the 
name of your target or trading details. 

4. Declare actions and compare cards. 
5. Fight any battles. 
6. Choose which cards you wish to use for any Hot-Trod (4 number cards plus or 

minus any modifiers. 
7. Compare Hot-Trod cards. 
8. Fight any Hot-Trod battles. 
9. Finalise any uninterrupted trading and add money to your accounts. 
10. Upgrade finished buildings and add reinforcements. 
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USE OF PLAYING CARDS 
Each campaign turn represents one week of real time. At the beginning of the week 
each player selects cards from his suit up to the maximum allowed. This will be a 
basic of four plus one picture card, but can be modified by using intelligence sources. 
 
Of the cards in each player's hand, the numbered cards are used to represent 
movement and the picture cards to show defensive/aggressive actions. 
 
 
Picture cards 
These represent the players' military posture for the week. Each must have a 
paperclip on it.  
 
Jack Defensive. No raids undertaken, all Surname members are available 

for defending your holdings if necessary 
Queen Trading. As defensive, except that only 50% of men and individuals 

(rounded up) are available to defend your holdings. The others are off 
selling your produce or ill-gotten gains. This is the only way to turn 
raided goods and livestock into hard cash. Either force could be 
attacked. Your numbered cards must be place in two piles, one under 
the queen and the other over the queen. Those under the queen 
represent the route taken by your traders - Trader cards. Those over 
the queen represent the routes watched by the men left at your 
settlement - Defensive cards. A note clipped to the card should show 
the nature and value of the goods being traded. 

King Offensive. Choose one of the other Surnames to raid. Their name must 
be attached to the card using a paperclip, together with a note as to 
how many of your men will be on the raid 

 
 
Numbered Cards 
These represent the routes used for any offensive actions or the routes watched for 
any defensive actions.  
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Compar ing Cards 
If any players are raiding others, the players involved should compare cards. Once 
cards have been compared refer to the following:- 
 
Raid v Defence 
No cards 
match  

 Attacker has complete surprise. The Defender is allowed only 80% 
of their figures/Individuals (the rest are still watching the passes) 
and sets up first. 1 Figure may be placed as a sentry. All others must 
be in buildings and count as asleep. 

One card 
matches  

 Raiders spotted on their way to the target. Defender can set up 20% 
of their points within 6" of buildings. All others are in buildings and 
asleep. 

Two cards 
match  

 Raiders spotted on their way to the target. Defender can set up 50% 
of their points within 12" of buildings. All other figures are in 
buildings and asleep. 

Three cards 
match  

 Raiders spotted on their way to the target. Defender can set up 
100% of their points within 12" of buildings. 

Four cards 
match  

 Defender has advance knowledge of the raid and sets up an ambush 
for the attackers. Defender places terrain. Attacker sets up first. 
Defender may set up anywhere on table, but not within 12" of any 
enemy figure if in the open or 6" if in cover. 

 
In all cases except for a Four Card Match the defender places the terrain, with his 
settlement placed roughly in the centre of the table. Livestock should be placed with 
no more than two herds per square foot of table. 
 
Note that any player being raided will receive 1D10 + 2 Peasants in addition to their 
basic force. The peasants should be in no more than two groups, and must take a 
Command test as soon as any enemy figure is visible. They use normal Command 
rules, so may be led by an Individual. 
 
Raid v Trade 
No cards 
match  

 Attacker has complete surprise. The Defender is allowed only 40% 
of their figures and Individuals (the rest are still watching the passes 
or off Trading) and sets up first. No figures may be mounted. All 
figures must be in buildings and count as asleep. Note the target will 
always be the defenders settlement. The raider cannot target the 
Traders with this option. 

One card 
matches 
(Defensive 
card)  

 Raider is spotted on his way to the target. Defender sets up first and 
can set up 10% of their points within 6" of buildings. Remaining 
40% are in buildings and asleep. 
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One card 
matches 
(Trader card)  

 The Raider has stumbled across the Trading Party on his way to 
their settlement. Treat as an encounter battle using standard combat 
rules. Defender places terrain.  

Two cards 
match 
(Defensive 
card)  

 Raider is spotted on his way to the target. Defender can set up 20% 
of their points within 12" of buildings. Remaining 30% are in 
buildings and asleep. 

Two cards 
match (Trader 
card)  

 The Raider has stumbled across the Trading Party on his way to 
their settlement. Treat as an encounter battle using standard combat 
rules. Attacker places terrain. 

If cards match amongst both the Defensive and Trader cards, the attacker will attack 
which ever he has the most matches for, or, if the number of matches is the same, 

which ever has the lowest numbered card. 
 
Where the raid reaches the defenders settlement the defender places the terrain, with 
his settlement placed roughly in the centre of the table. Livestock should be placed 
with no more than two herds per square foot of table. 
 
Note that any player whose settlement is being raided will receive 1D10 + 2 Peasants 
in addition to their basic force. The peasants should be in no more than two groups, 
and must take a Command test as soon as any enemy figure is visible. They use 
normal Command rules, so may be led by an Individual. 
 
MORE THAN ONE RAIDING PARTY 
If more than one raiding party are attacking the same settlement, and are not allied, 
the raiders must first compare cards. Once this has been resolved, refer to the relevant 
table above. 
No cards 
match  

the player with the highest total of Number cards (add all number 
cards in the hand together) is the first to reach the enemy settlement 
(set up as above for normal raids). You should note the difference 
between the attackers total scores, as this is the number of turns it 
takes for the second attacking force to arrive at the battle; i.e. if the 
difference is 3, they will arrive three turns after battle commences. 

Any matches they attack each other and the raid is forgotten. The player with the 
lowest card in his hand sets up the terrain, otherwise set up is 
standard. 
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The Hot-Trod 
During any raid the defender may attempt to get some-one away to call up a Hot-
Trod (immediate pursuit of raiders sanctioned under border law). To succeed all the 
figure needs to do is exit the wargames table. At this point the Hot-Trod is declared. 
 
The players now need to note how many turns pass before the last raider leaves the 
table. Once the last raider leaves the table the battle is over, and the Hot-Trod, if any, 
commences. 
 
Each player draws four number cards. If the defender has a houndsman and sleuth 
hounds he may add one card to his hand. For each two turns (or part) that passed after 
the Hot-Trod was declared the raider adds one card to their hand. If the raider’s party 
contains a huntsman they may lose one card.  
 
Once the players hands have been finalised cards are compared and the result 
determined from the following table:- 
 
The hot-trod 
No cards 
match  

 The Raider gets away without being caught 

One card 
matches  

 The Raider realises they are being followed, and may set up an 
ambush for their pursuers. The Raider places the terrain. The 
Pursuer sets up first. The Raider must set up anywhere on the 
pursuers end of the table, but not within 12" of any enemy figure if 
in the open or 6" if in cover. The Raider has the option to use only 
60% of their forces, and leave any stolen goods off table. 

Two cards 
match  

 The Raider realises they are being followed, and may set up an 
ambush for their pursuers. The Raider places the terrain. The 
Pursuer sets up first. The Raider may set anywhere on the pursuers 
end of the table, but not within 12" of any enemy figure. The Raider 
must use all their forces and all stolen goods and animals must be on 
table. 

Three cards 
match  

The Pursuer has caught up with the Raiders. Treat as an encounter 
battle using standard combat rules. The Pursuer places the terrain. 

Four or more 
cards match  

 The Pursuer gets ahead of the Raiders and sets up an ambush for 
them. The Pursuer places the terrain. The Raider sets up first within 
12" of the Pursuers table edge. The Pursuer may set up anywhere on 
table, but not within 12" of any enemy figure if in the open or 6" if 
in cover. 

 
All Hot-Trod games should be played down the length of the table. One end of the 
table must be declared as the Raiders end and the other as the Pursuers end. All 
Raider figures that exit off their end of the table are safe from enemy attack. When 
setting up a game figures may be placed only in the Pursuers half of the table.  
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Getting Away with it 
If a raiding party successfully returns to their own settlement, any reived livestock is 
added to their own herds. In addition, if the raiders spent any time within the 
boundary of the enemy’s settlement 2D10 pounds are added to their treasury to 
represent the value of other goods stolen.  
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Income &  Expenditure 
The borders provided little in the way of surplus food or goods, so the only way to fill 
your treasury is to steal other people’s goods. Raids may generate a small amount of 
actual cash, but the main way to get money is to trade on the livestock you have 
stolen. 
 
When you chose to trade your livestock, you will receive the following sum per 
herd:- 
 
Livestock Sum Paid 
Horses (each) Nag - £5 

Hobby - £10 
Arab - £15 

Cattle (per herd) £10 
Sheep (per herd) £5 
Pigs (per herd) £3 
 
Once you have some money in your treasury it can be spent on intelligence resources 
(see below), on additional reivers for your band, or on improving the defences of 
your settlement. 
 
Additional reivers may be bought at a cost in pounds equal to their cost in points 
(remember to include the cost of any horse, armour and weapons). Veteran Reivers 
may only be bought at the same time as 4 or more ordinary reivers. You cannot buy 
Lairds or Heidmen. 
 
Buildings can be upgraded to the next type at the normal cost. A building may not be 
upgraded by more than one level at a time. Normal building times also apply. 
 
 
Intelligence Sources 
You can spend your hard earned cash on buying information, which may help you 
avoid the next raid. Costs and benefits are as follows 
 
Type Benefit Cost 
Tinker +1 card to your 

hand 
£2 to set up + £1 per card 
added  

Hedge 
Priest 

Up to +2 cards  £4 to set up + £2 per card 
added 

Merchant Up to +3 cards £8 to set up + £3 per card 
added 
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DEATH (is not the end) 
If a figure is "killed" in combat it is not necessarily dead - roll D10 per figure that 
was killed and note the results on your record sheet. 
 
1-2 
  

 Scratch. You're embarrassed to have missed the end of the last scrap, but 
are fit for the next one 

3   Minor arm wound. Can fight in next combat, but at -1 to Melee or Ranged 
Weapons for next week 

4   Minor leg wound. Can fight in next combat, but -1" of movement whether 
mounted or on foot for next week. 

5   Serious arm wound. Out of combat for next week, then -1 to Melee or 
Ranged Weapons for the week after that 

6   Serious leg wound. Out of combat for next week, then -1" of movement 
whether mounted or on foot for the week after that. 

7   Very serious arm wound. Out of combat for next month, then -1 to Melee 
or Ranged Weapons for the month after that 

8   Very serious leg wound. Out of combat for next month, then -1" of 
movement whether mounted or on foot for the month after that 

9   Serious chest wound. Out of combat for next 2 months. 
10   DEAD 
 
NOTE - If an Individual figure actually dies, the Surname he belonged to will now 
consider themselves at feud with that of the killer, and will not in any circumstances 
ally with them. Indeed they should go out of their way for revenge. 
 
Where Surnames are at feud and "kill" each other they will add a +2 modifier to the 
Death (is not the end) dice roll when checking for actual death. 
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Some Reiver Names 
 
Nebless Clem Croser 
 
Ill Will Armstrong 
 
Jock o' the Side 
 
Old Sim of Mangerton 
 
Willie Redcloak 
 
Ill Wild Will 
 
Little Jock o' the Park 
 
Red Rowy 
 
Jock o' the Pear Tree 
 
Willie Kang 
 
Dand Kerr 
 
Fingerless Will 
 
Ill-drowned Geordie 
 


