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“ BATTLELORE”  TABLETOP VARIANT. 
” command by colour”  series. 

 
IN ORDER TO PLAY THIS TABLETOP GAME YOU NEED A COPY OF 
THE HYBRID BOARDGAME “ BATTLELORE”  BY RICHARD BORG, 

PUBLISHED BY DAYS OF WONDER. 
http://www.daysofwonder.com/ 

THIS TABLETOP VARIANT IS PLAYED ACCORDING TO THE RULES 
OF THE “ BATTLORE”  GAME UNLESS OTHERWISE SPECIFIED 

BELOW. 
 

COMMAND CARDS. 
The mechanism of this variant is largely based on dividing the opposing armies in 3 “colour-
coded” types of units (red, yellow & green, each unit is assigned a colour), whereby units are 
activated by means of the command cards from the BATTLELORE game.  A small red, 
yellow or green sticker is fixed to the base of each Banner Bearer figure (last remaining on 
the tabletop of its unit) taking part in the battle.  The colour of these stickers is chosen by 
the player commanding the army and has no connection with the colour of the 
banners.  In fact, the 3 colours given (red, yellow & green) replace the left wing, centre and 
right wing system of the boardgame in order to create a more classic tabletop wargame. 
 

CONVERTING THE BATTLELORE SECTION CARDS TO THE 
“ COMMAND BY COLOUR”  SYSTEM. 

Since the section cards allow you to order units in either the left wing, centre or right wing, a 
system is needed to convert the cards to the “command by colour” unit colour code system.  
This is done by use of the “traffic light principle”.  A set of traffic lights has the red light on top, 
followed by the yellow in the centre and the green one at the bottom: 

 

 

Taking e.g. the “ On the 
march”  card, we imagine a 
set of traffic lights at the 
bottom of the card (toppled to 
its left), whereby the left wing 
is the red light, the centre the 
yellow one and the right wing 
the green one. 
Using the “command by 
colour” tabletop system (see 
our other rules) , the card 
now should be read as: 
“ Issue an order to 1 unit of 
each colour or 3 free- 
standing commanders”  
(with section cards, activating 
units may always be 
substituted by activating 
freestanding (= not with a 
unit) commanders). 
 
Tactic cards are interpreted 
as per BATTLELORE rules 
(nothing changes there). 
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GAME TURN. 
The player listed in the staffing notes goes first.  If no mention is made of this, a battle die is 
thrown; highest score chooses who goes first. 
 
1. Play a standard/special command card. 
2. Order units. 
3. Move the  ordered units. 
4. Combat - Battle. 
5. Draw a new command card. 
 
1. Play a command card.  
Command cards are normally used to order movement and/or an attack.  At the start of your 
turn, play one card from your hand.  The card will tell you what colour of units (and how 
many) you may issue what orders to.  Some cards allow you to take special actions (as 
explained on the card). 
If none of the command cards you hold allow you to order any of your units, discard 1 card 
and draw a replacement from the command card draw pile.  This ends your turn. 
 
2. Order units. 
After playing a command card, announce which of your units you will order.  Only those units 
that are given an order may move, battle or take a special action.  You may not give more 
than one order to each unit. 
Note: generals may participate in battles even if they have not been given an order.  See 
commanders in battle section for details. 
 
3. Move units. 
You may move units you’ve ordered in any sequence you wish.  However, you must 
complete each move before beginning another.  Each unit may move only once, except in 
follow-on actions (BATTLELORE player’s guide p 28).  All moves must be completed each 
turn before you may battle. 
 
Moving units. 
Units cannot move onto or through a hexagon that already contains another unit.  A friendly 
commander does not count as a unit, an enemy commander does.  When a unit enters a 
hexagon already occupied by a friendly commander, movement ends there. A hex may 
contain only 1 commander. 
You may never split a unit.  The individual figures within a unit must stay together in one hex 
and move as a group.  Units that have been reduced through casualties may not combine 
with other units, except commanders. 
You may move activated units in any sequence you wish.  However, you must 
complete each move before beginning another.  Each unit may move only once, except in 
“follow on actions” (BATTLELORE player’s guide P 28).  All moves  must be completed 
before you may battle. 
A unit (not individual commanders) entering the ZOC (Zone Of Control) of an enemy 
unit must end its move there. 
Some terrain features affect movement and may prevent a unit from moving its full distance 
or battling (see terrain types in the BATTLELORE player’s guide P 61). 
Note: “retreating” is a different type of movement with slightly different rules.  See retreat 
section in the BATTLELORE player’s guide P 25 for details. 
A unit must end its movement facing a flat hex side: 

: correct : not allowed. 
The choice which one of the 6 hex sides to face is up to the active player at the end of the 
unit’s move. 
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Moving commanders. 
You may move a commander onto a hex occupied by a friendly unit, as long as there is no 
other friendly commander in the same hex.  If a commander enters a hex occupied by a 
friendly unit, he must end his movement for that turn.  A commander may never move onto or 
through a hex occupied by an enemy commander or unit. A lone (= individual, freestanding) 
commander is considered a unit for movement purposes. 
 
4. Fronts & facing. 
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Each unit  has two fronts: 
- an “active front”: made up from the hex side it is facing and both 

adjacent hex sides (A); 
- a “passive front”: the 3 remaining hex sides (P). 
A unit may only attack units that are facing its “active front”. 

Units may only battle on their active front hex flats.  An infantry unit attacking an 
enemy unit on its passive front in close combat may cast one additional die, cavalry 
two. 
Units must end their move with their front facing one of the hex sides of their active front at 
the beginning of the move and are thus automatically allowed to make a change of facing of 
60°. Units are allowed to change facing only once per move. 
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Unit’s facing prior to 

moving. 
Unit is allowed to end its move with one of the above facings without 

penalty. 
Changing from active front to passive front is regarded as (part of) a move and equivalent to 
moving one hex. Units are allowed to change front only once per move. 
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Unit’s facing prior to 

moving. 
Unit has to deduct one hex of its movement in order to end its move 

with one of the above facings. 
 
 
 
“Charging”: Mounted units may “charge” (non-pike units only) if they enter melee without 
having changed the facing of its frontage at all for the last 2 hexes. 

1 2 3

 
How to charge. The yellow cavalry unit moves to an adjacent hex, chances facing (but 
not front), moves another 2 hexes and charges home on a non-pike unit (+1 battle die). 
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5. Unit types & formations. 
A-class infantry (red banner units): knights or their equivalent in other civilisations or top 
professional mercenaries with the heaviest armour for the period (“best armour class”). This 
infantry may move 1 hex and battle.  In this game, infantry is called “unit” or “units”. A-class 
infantry units count up to 6 figures. A-class infantry does not carry ranged weapons.  
Pack animals, carts and wagons & siege engines count as A-class infantry for 
movement purposes. 
 
B-class infantry (blue banner units): units with military training (also: town militia, archers 
guilds), mercenaries or tribal warriors to whom war is second nature with lesser armour.  This 
type of infantry may move 2 hexes without doing battle or move one hex and battle. In this 
game, infantry is called “unit” or “units”. B-class infantry units count up to 8 figures.  
 
C-class infantry (green banner units): irregular units of lesser to poor quality (levies). This 
type of infantry may move 2 hexes and battle. In this game, infantry is called “unit” or “units”. 
C-class infantry units count up to 8 figures. 
 
A-class cavalry (“ mounted units/troops” ) (red banner units): mounted knights or their 
equivalent in other civilisations or first rate mounted professional mercenaries with the 
heaviest armour for the period (“best armour class”). This cavalry may move 2 hexes and 
battle.  Lancers fighting on horseback may get an extra battle die (see below). In this game, 
cavalry is called “unit” or “units”. A-class cavalry units count up to 5 figures. 
 
B-class cavalry (“ mounted units/troops” ) (blue banner units): other mounted troops. 
This cavalry may move 3 hexes and battle.  Lancers fighting on horseback may get an extra 
battle die (see below). In this game, cavalry is called “unit” or “units”. B-class cavalry units 
count up to 5 figures. 
 
C-class cavalry (“ mounted units/troops” ) (green banner units): other mounted troops. 
This cavalry may move 4 hexes and battle.  Lancers fighting on horseback may get an extra 
battle die (see below). In this game, cavalry is called “unit” or “units”. C-class cavalry units 
count up to 5 figures. 
 
Commanders: may move according to their means of transport, when ordered to do so (with 
or without units under their command).  A commander is represented by 1 figure.  There are 
2 types of commanders: 
- Captains (in case an army commander is present, he may also act as a captain). 
-     Sergeants. 
 
COMPANIES: commanders “ commanding”  one or two units. 
As soon as a commander enters a hex already occupied by one friendly unit and another one 
in an adjacent hex, the commander takes command over these units. 
A commander commanding one or two units may (when ordered through a command card) 
be relieved of his command, move away and take command over another unit or units. 
 
As long as a captain commands two units in adjacent hexes, these units are counted as 
ONE in relation to command cards. 
Example: you play a command card with the order “activate 2 red units or individual 
commanders”.  In case you have two units (of which at least one red) under command of a 
captain (in adjacent hexes), you can activate both units (move & battle), as well as another 
red unit (or two, should you have another captain commanding 2 units of which at least one 
red). 
If a unit commanded by a commander is given an order, the commander may move with the 
unit, or he may stay in place.  This counts as one order.  A commander who moves with his 
unit must move to the same hex.  Exception: you may not move a commander commanding 
unit or units if he has already moved on this turn. 
 
As long as an sergeant commands two units of the same colour in adjacent hexes, these 
units are counted as ONE in relation to command cards. 
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Example: you play a command card with the order “activate 2 red units or individual 
commanders”.  In case you have two red units under command of a sergeant (in adjacent 
hexes), you can activate both units (move & battle), as well as another red unit (or two, 
should you have another sergeant commanding 2 red units).  If only one of the units is a 
red unit, the other unit may also move with the sergeant, but may not battle. 
If a unit commanded by a commander is given an order, the commander may move with the 
unit, or he may stay in place.  This counts as one order.  A commander who moves with his 
unit must move to the same hex.  Exception: you may not move a commander commanding 
unit or units if he has already moved on this turn. 
 
BATTLES - captains “ controlling”  up to 4 units. 
At the start of the game the players are allowed to form one or more “battles” (each 
commanded by a captain).  The other players are informed about the composition and 
location of these battles.  You can never form more battles than the number of captains 
present. 
 
A battle is composed of one captain and (max) four units (any mix of units is possible) 
in one or two colours.  To be able to act as a battle, these units must remain in the ZOC 
(“zone of control”) of their captain.  The ZOC is formed by the hex containing the captain and 
the 6 adjacent hexes. 
 
A battle is regarded as one unit for movement purposes but NOT for battle!  However, 
the unit the captain is in the same hex with may add one die to its score and (apart 
from the command card’s instructions) ONE of the units in a non-active colour & 
adjacent to the general’s hex may also battle under the regiments rule (see above). 
 
The battle moves at the speed of its slowest component.  The units composing the battle are 
never allowed to voluntarily leave the ZOC of their captain, except under the “follow on 
actions”-rule. 
 
When – for whatever reason – one or more units belonging to a battle end up outside 
the ZOC of their captain (e.g. due to a forced retreat), they are no longer part of the 
battle for the rest of the game and are treated as separate units, unless the battle is 
regrouped the NEXT turn by playing an appropriate card (allowing the unit to rejoin the 
battle or visa versa), if the player wishes so. 
 
A captain commanding a battle may only leave his battle when giving up his command.  
Thus the battle ceases to exist and the components are treated as separate units.  This 
action is an order and takes one turn whereby the units of the battle cannot take any other 
action.  The inverse process is used to create a new battle, whereby the components must 
be in the captain’s ZOC when the new battle is formed.  When forming a battle the units of 
the new battle cannot take any other action. 
 
Example of battle-movement: you play a card with the order “activate 2 red units or individual 
commanders”.  In case you have a battle under command of a captain  containing at least 
one red unit you can activate all the units of this battle in the captain’s ZOC (movement 
only!) as well as another red unit (or two, should you have a company containing at least one 
red unit, or even another battle, should there be one present containing at least one red unit).  
However, when the whole (or part of) the battle is eligible to do battle after moving, only the 
red units as per the command card can battle plus ONE of the units in a non-active colour & 
adjacent to the general’s hex. 
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6. BATTLELORE Player’s guide Chapter 4 COMBAT - Resolve battle. 
 
Hits: 
The dice & combat system provided in the game are used.  However, in this tabletop variant 
“hits” and subsequent “saving throws” are calculated as follows: 

SAVING THROWS 
symbols that neutralize a “ hit”  & “ save” . HITS 

RANGED ATTACK CLOSE COMBAT 

a “hit” on red banner or blue banner units. 

 

 or   

 

 

For hits on blue 
banner units: 

 or  a “hit” on blue banner or green banner units. 
For hits on green 

banner units: 

 

 
 
 

 

a “hit” on green banner units. 

 

 

 

 
For hits on red 
banner & blue 
banner units: 

 or  
 For unarmed figures (e.g. villagers) this is the 

only way to score a “hit”.  Otherwise this symbol is a 
“miss” for all, unless specified as Bonus Strike or 
Special (see Weapon Cards of the BattleLore game 
and table below). 

For hits on green 
banner units: 

 

 
 
 

 

 possibly a retreat (1 hex/flag).   

 In Medieval battles: a miss, otherwise collect Lore or trigger Lore effect. 
 

Saving throw: 

In case the dice throw results in more than 1 identical “ hit”  symbol cast (e.g. + , but 

exception: not for + ), the first hit is an automatic kill and a figure is removed.  In all 
other cases, the defender may cast one saving throw (1 die) per hit scored. 

In “close combat”, a saving throw of  means a miss. 
 
When battling a unit that is not in an adjacent hex (ranged attack), a figure is saved when 

either a  or  is thrown (except for green units, which are only saved by ). 
 
When the last remaining figure of a unit is killed, the attacker scores a victory point.  Should 
the attacker score more hits than the number of figures in the defending unit, these additional 
hits are forfeit. 
 
“Kills” are calculated and figures removed before units (have to) retreat. 
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Commanders in battle. 
A captain commanding one or two infantry- or cavalry units in adjacent hexes may always 
support the unit he is with by adding one die to the number of dice eligible for the unit.  A 
commander not attached to (a) unit(s) cannot battle. 
Characters in battle. 
In some games or campaigns “characters” might be included, who – for the story’s sake – 
better not die…  These characters are treated as “commanders” (possibly non combatants 
with no + influence on units) and are only “wounded” instead of “killed”.  If they are wounded 
and alone in a hex, they can be taken prisoner and may be counted as victory points 
 
Restriction of casualties inflicted. 
When a unit has suffered casualties, the number of dice thrown is not reduced, but a unit 
can never inflict more casualties than the number of figures remaining in its own 
ranks of a square). 
 
Hitting a commander. 
A commander can only be attacked by infantry or cavalry and only when he is not together 
with a unit in the same hex.  When attacking a commander, cast one battle die.  To score a 

“hit”, a  symbol must be cast.  Defender may cast one battle die as saving throw:  
symbol saves. 
 
5. BATTLELORE Player’s guide Chapter 4 COMBAT - Retreats. 
Retreats are executed after all kills have been removed. 
 
Units may only (be forced  to) retreat  if strength falls below: 
INFANTRY   CAVALRY    
Red banner: 4  Red banner: 3     
Blue banner: 6  Blue banner: 4     
Green banner: 7                   Green banner: 5 

Units in the same hex as a captain may deduct 1 further from the above numbers. 
 

The defender has the option to make a saving throw with one battle die per  thrown (  

saves) to make a stand.  However, if the attacker throws 2  or more, the first is an 
automatic retreat (no saving throw allowed). (Passable) Terrain has no effect on retreat 
moves. 
 
In case the unit is forced to fall back only one hex, this is called a “ forced retreat”  and 
the unit stops facing the enemy.  In case the unit is forced to fall back more than one 
hex, this is called a “ route”  and the unit stops facing away from the enemy. 
When retreating, terrain effects are ignored by the unit concerned. 
 
Retreat rules: 
- A unit cannot retreat in a hex already occupied by another unit. 
- If a unit retreats in a hex occupied by a friendly commander, it is rallied and all retreats no 

further. 
- A unit commanded by a commander forced to retreat must take the commander with it. 
- If a unit cannot retreat, 1 figure in the losing unit must be eliminated for each retreat move 

that cannot be completed.  Such losses may include a commander. 
- If a unit (and/or commander) is forced to retreat off the battlefield, the unit (and/or 

commander) is eliminated and (a) victory point(s) is (are) scored. 
 
Direction of retreat: always towards the own baseline on the table. 
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BATTLELORE TABLETOP VARIANT – order sheet. 
 

  UNIT CAPABILITIES & COMBAT MODIFIERS (CM)                                           TERRAIN MODIFIERS 

     Unit Move         Battle dice & 
Combat Modifiers (CM) 

     Terrain    Move     +- Battle dice Line of sight 

Infantry A-class
Red banners 

    1 &              4 dice 
     (no ranged weapons) 

Wooded terrain      Stop. 
  May battle 

Max. 2 battle dice 
          + CM 

     blocked 

    1 &          4-3-2-1 dice Infantry B-class
Blue banners     2 &                  0 

Orchard        -1 die attacker 
    ( in close combat) 

 

Infantry C-class
Green banners 

    2 &          3-3-2-1 dice Elevated terrain 

 
 Defender: 

Max. 3 battle dice+CM 
Attacker: 
Max. 2 battle dice+CM 

     blocked 

Cavalry A-class
Red banners 

    2 &              4 dice 
    (no ranged weapons) 
lancers: +1 die (move = 3 
hexes except against pikes) 

Building     Stop & 
  not battle 

     -2 dice attacker      blocked 

Cavalry B-class
Blue banners 

    3 &              3-2-1 dice 
lancers: +1 die (move = 3 
hexes except against pikes) 

Waterways Impassable 
 if no ford. 
May  battle 

    Fords: maximum 
   2 battle dice + CM 

 

Cavalry C-class
Green banners 

    4 &                    3-2-1 dice 
lancers: +1 die (move = 3 
hexes except against pikes) 

Marshes    Stop         -1 die attacker 
     (in close combat) 

 

    Depressions     Only 
  infantry 

Can only be attacked by
infantry in adj. hex 

 

Weapon type  Range 
(hexes) 

  Bonus Strike & special Debris/ruins      Stop       blocked 

Field (crops)      Stop & 
  not battle 

        -1 die attacker 
    ( in close combat) 

     blocked 

Rough terrain          -1 die attacker 
     in close combat 

 

Short sword     1  
Bonus strike on:  
Special: against mounted

units one  rolled is 
ignored Fence          -1 die attacker 

     (in close combat) 
 

Long sword     1  
Bonus strike on:  

Ramparts      Stop & 
  not battle 

-2 dice attacker 
in close combat: 
-1 die attacker 

 

Spear     1  
Bonus strike on:  

Stakes          -1 attacker 
    (in close combat) 

 

Halberd     1  
Bonus strike on:  
     Special: +1 die 

Bridge  Occupants may 
ignore 1 flag and 
possibly fight back. 
Max. 2 battle dice+CM 

 

Pike     1  
 Bonus strike on:  
     Special: +2 dice 

Landmarks    Stop & 
not battle 

Occupants may 
ignore 1 flag and 
possibly fight back. 
Max. 2 battle dice+CM 

     blocked 

Common bow     4  Special: when used on 
the move, reduce number
of dice rolled by 1. 

Longbow     4           Battle dice: 
      3 – 4 – 3 – 2 – 1 

   

Crossbow     3  
Bonus strike on:  
(except at point blank). 
Special: when used on 
the move, reduce number
of dice rolled by 1. 

Sergeant       See 
     rules 

Can command 2 units of 
          1 colour in adjacent hexes. 

Attacking on 
passive front 

  Special: infantry + 1 die 
       cavalry + 2 dice 

Captain       See 
     rules 

Can command 2 units of 2 colours 
      in adjacent hexes or a battle. 

 
Units may only (be forced  to) retreat  if strength falls below: 
INFANTRY   CAVALRY    
Red banner: 4  Red banner: 3     
Blue banner: 6  Blue banner: 4     
Green banner: 7                   Green banner: 5     

Units in the same hex as a captain may deduct 1 further from the above numbers. 

 


