[C9] Mass Combat

This text is more or less directly copied from the "Rules Cyclopedia" book.  The mass combat system there is pretty good, and is one system used for the Collective.  It was scanned, so the spacing may be a little strange.  The "one die per monster" system I invented will be presented later.

[C9.1] The War Machine


The War Machine is a system of game rules designed to resolve large battles in the D&D game.

The War Machine will work with any number of troops; it is recommended for any force with more than ten combatants. 

To use the system, all you need is a pencil and paper, plus some knowledge of simple arithmetic.

Assumptions


Several assumptions are made in the War Machine mass combat system:


All troops have a "level of quality" that can improve or drop with time and experience.

Many other factors such as terrain, weather etc., besides quality of troops, influence the outcome of a large battle.


Luck, good or bad, can influence combat whether in a single combat or a clash of armies.


A character knows how to survive in the
D&D world; the player does not need to know the tactics of war.

How It Works


Each body of troops (called a "force") is given a rating for quality. When combat occurs, this "battle rating" (sometimes abbreviated as BR) is modified for battle conditions (terrain, number of opponents, morale, etc.). Each player then rolls d%,

and adds the modified battle rating of the troops. The high roll wins the battle.


The entire system has four basic steps:

1. Calculate the basic force radng (BFR) of the troops.


2. Find the troop class.


3. Calculate the battle rating (BR).


4. Determine and apply combat results.


Steps 1,2, and 3 are handled when a force is hired and ouffitted. Step 4 is used when a battle occurs.

Throughout the system, the person or creature commanding a force is called the leader.

Others, called officers, help the leader to control the force. The fighting persons in a force are called troops.


In the calculations, round all fractions up unles the instructions say otherwise.


Step 1: Calculate the basic force rating (BFR)

The basic force rating is the total of four factors: leadership, experience, training, and equipment. 

A fifth factor applies if the force is special: elves, dwarves, or powerful monsters.


Leadership Factor: Find the experience level of the leader of the force. Modify it by all the leader's adjustments for Intelligence, Wisdom, and
 Charisma scores. Then add a +2 bonus for each 1% of the force that is of Name level (9th level or above) characters (PCs or NPCs).


Leader's experience level + Intelligence, Wisdom, and Charisma adjustments +2 per 1% of force that is Name level


= Leadership Factor


Experience Factor: Find the average experience level of the officers in the force (not counting the leader), and multiply it by 3. For nonhuman troops, the officer level is the average Hit Dice, plus one. Note: A force must have at
 east one officer for every 40 troops, or this part of the experience factor is zero.


Find the average level of the troops (not including the leader or officers), double it, and add that to the officer rating.  

Add 1 to the total or every victory the force has won in the last ten years (+10 maximum), and subtract 1 for every time the force has been routed in that time (-10 maximum).


([Total levels of officers] + [Number of officers]) X 3 + ([Total level of troops] + [Number of
troops]) X 2


 +1 per victory (up to +10)  -1 per rout (up to -10)


= Experience Factor

Training Factor: Score 1 point for every week
 spent in training (maximum 20 per year). 

Add 1 for each week that the leader spends with them (maximum 20), and add 1 for each month that the troops remain together and are not off in their homes or towns (maximum 12 per year).

Costs: Use the "Mercenary" pay rates from Chapter 11. Training time costs double the standard amounts shown in that chapter.     



1 per week trained (up to 20) +1 per week leader trained with them (up to 20) +1 per month troops on duty (up to 12)


 = Training Factor


[C9.1] The War Machine
(continued)
Equipment Factor: The base value is 5, 10, or 15, depending on the quality of the weapons.


Use 5 if the weapons are "average" (the normal cost). All troops are assumed to have average
weapons unless others are specified. 

Use 10 if
 he weapons are "good" (double normal cost), or 15 if "excellent" (triple normal cost).


Add 5 if the troops are armed with a second weapon of the same quality as the first. 

Add 5 more points if the average armor class of the troops is 5 or better.


Costs: Troops hired at the cost for mercenaries come with their own gear, and that gear will be of average quality. If the leader of the force wants to buy them superior weapons or armor, the cost comes out of his own pocket.

5, 10, or 15 (based on quality of weapon) + 5 (if carry a second weapon of equal quality) +5 (if AC = 5 or better)

  = Equipment Factor

Special Troop Factor: If the troops are all either elves or dwarves, this factor is 15. Note that dwarves and elves are never in the same force. If some monster troops have two or more asterisks listed with their Hit Dice, they are "Special." 

For each 1 % of the force that is "Special," score 2 points for this factor. For example, in a force of 290 ghouls and 10 spectres, 4% of the force (the spectres) has two asterisks, for a special factor of +8.

Add It All Up: Basic Force Rating (BFR)

Add all these factors to find the basic force rating (BFR) of the force. Record this number for future reference.

 Leadership + Experience + Training + Equipment + Special Troop = Basic Force Factor

Step 2: Find the troop class

Troop class is a measure of the overall quality of a force. Once you know the BFR of the force, use the table below to find the troop class. Keep a record of both the BFR and the troop class.

Troop Class Table

BFR
Troop Class

BFR
Troop Class

0-20
Untrained

71-80
Average

21-35
Poor


81-100
Good

36-55
Below Average
101-125
Excellent

56-70
Fair



126 +
Elite

Step 3: Calculate the battle rating (BR)

Divide the BFR of the force by 10, rounding up. The result is the bonus to use in all the following calculations.

Examine the following statements and their explanations, and then add the bonus to the BFR every time one of the statements is true.  (For example, if statement "a" is true and statement "b" is true, you add the bonus twice.) Since this could be done up to 12 times, the total bonus could be more than the original BFR.

The total BR is the original BFR plus all bonuses. Note the BR with the troop class and the BFR.

Mounted:

a. 20% or more of the force is mounted.

b. 50% or more of the force is mounted.

(continued later)

