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Perry Miniatures English Civil War
company - Haselrig's 'London

Lobsters' lead the way. (Alan and
Michael Perry)

1. INTRODUCTION

Welcome to The Pikeman's Lament, a set of simple and fast-moving miniature
wargaming rules designed for the pike and shot period, from the Thirty Years' War,
through the English Civil Wars, to the end of the Great Northern War and beyond.
The Pikeman's Lament helps you to refight ambushes, escort missions, an
tasks performed by a small company of soldiers rather than a full army.
'outpost warfare'.

In his book Pike and Shot Tactics 1590-1660 (Ospre
Roberts vividly describes the style of action we hope‘u wil
with your miniature armies and our rules:

George Monk wrote "It is very fit a General
and Dragoons to fall upon his Enemies outermost
of the readiest, easiest and securest ways that 1 kno
This type of action was carried out at night or in the e
and could sometimes involve large numbers of men. Usually,
were smaller raids by a few troops o 7
quarters of a marchmg army as i

on a static garrison, or the outlying

or retreated. This was an everyday




by infantry temporarily mounted or riding double bebind cavalrymen. Dragoons
or other Shots would be useful in house to house fighting in the enemy quarters
themselves, as well as providing firepower support for cavalry actions. Essentially,
the attackers' Special order was to cut down the enemy sentries before an alarm
could be given and then overrun the corps de gard, who "must be armed all night,
and have their Gallopers at hand, readie and bridled". They would then seek to take
control of the "alarme point" (the area designated for troops in quarters to Raising
in the case of an alarm), and any other large open space where the enemy garrison
might gather to organize themselves, such as the "market place". Cruso described the
alarm point as "that place without [i.e. outside] the village, where the souldiers are
to assemble to withstand an assailing enemie, being a place of great consequence".
The commander of the quarter would have given advance instructions in case of,
attack, and "appointeth a certain place for every troop, where they shall stand, wh
way faced". By sending a troop to ride through the streets the attackin
kept their opponents in small groups, which could then be killed or captu
isolated. Lastly, when the surprised occupiers gave up the struggle and so

escape, a troop waiting outside the quarters would intercept them. The Speci

of the defending commander was to slow down the attack at all costs with his corp
ell of Lawers' attack on

. . . earn Village, by Gerry Embleton
his force a chance to arm and organize themselves to resist the at asse rather © Osprey Publishing. Taken from

than in isolated handfuls. Campaign 123: Auldearn 1645.

de gard and any other men he could get together quickly, in order to give the bulk of




Design Note

We don't like to be too
precise about table sizes
to play on. Most missions
will play out nicely on

a 4x3" table... there's
limited movement before
the actual fighting starts,
leading to quicker games
and more than one
mission in an evening's
play. For multiplayer
games we most often use
a 6x4' table.

Alongside the rules, The Pikeman's Lament presents a varied selection of missions
and allows players scope for choosing their own victory conditions. This means that
you can concentrate on playing the mission and enjoying yourself without getting
bogged down in rules. The rules are model scale-neutral; many gamers choose
28mm, but 15mm is cost- and space-effective, if less spectacular to look at.

Our design goal has been to successfully rework the Lion Rampant medieval
wargaming rules to represent this next evolution of historical warfare. Manysofithe
rules remain as they were — we're not trying to reinvent the wheel — buf the troop
types, campaign system, missions, and some smaller rules are different to the original
game. As with Lion Rampant, we've focused on the overall *feel}, and 'flow! of the
game, rather than worrying ourselves about the minutiae of historical simulation.
Even if you are familiar with Lion Rampant, please.read the rules carefully, as there
are some differences that we have introduced td better fit our vision ofpike and
shot warfare.

More than anything else, we wanted to work together to create a pike and shot
miniatures game that is easy to play and enjoyably funiyWe hopeiyou agree that
we've done so!

GETTING STARTED

To play The Pikeman's Lament jou'll needrto create an Officer to lead your
Company, assemble thestroops to followshim, and read through the Battle Rules.
Keep the book handy through your fisst few games, but most players find they are
familiar with the basics after aicouple of,gamest

In addition, you'll need a couple of model armies (usually around 40-60 models
in each), a good hafidfiilyof dice (aydozen or so per player is perfect), a gaming
table with some/scenery ‘on'it, a tape measure showing inches, some markers to
show Waverin@, tnits, and one or more friendly opponents (unfriendly opponents
are allowed but not recommended).

BASING YOUR MODELS

The\Pikeman's Lamnent 1s written for individually based models mounted on round
25mm bases, butiother options will also work. If your collection includes models
based'in other ways this shouldn't cause a problem as the rules are very forgiving of
base sizes, Bven multiple models on a communal base may be used without much
difficulty: just be prepared to ignore the direction the models are actually facing and
think of them as a blob of troops with no flanks or rear. You'll also need to mark
casualties on communal bases when they occur.

We have started to base our models in a hybrid way including both single and
communal bases. This gives us good-looking units while retaining the feel of skirmish
gaming (as well as speeding things along with fewer bases to move):

Dragoons

- 1 mounted/horse holder model

on a round 40mm base -1 gun on a base large enough to
-1 modelonaro 25mm base -1 model on a round 40mm base 9 9 9

- 2 foot models on a round hold it
-2mod d 30mm bases -2 models on a round 50mm base .

30mm base - 6 gunner models based like other
- 3 models'onround 40mm bases -3 models on a round 60mm base

-2 foot and 1 mounted/horse holder | Foot units
model on a round 50mm base

Using this basing standard means that you easily group the bases together in 6 or
12 models depending on troop type and still remove casualties with ease. If you



We're not precious about basing, and
nor should you be. Any of the basing
methods shown here will work with
the rules. (Michael Leck)

difference to gameplay.
We like to field Dragoon units as a and dismounted models,

y Foot and Horse units;

models are sold with only 2 not use some spare stands of
officers, draft animals, or civili 6 crew required?

This secti ] ssemble a new model army (yes, it could well be the
keman's Lament, and also details how each troop type

elop a character all of his or her own. Identify your Officer model to your
opponent before the game begins.

The Officer you create remains with your Company until death or retirement
through severe wounds, or promotion to command at a higher level than The
Pikeman's Lament represents.



OPPOSITE ) ) )
Royalist and Parliament cavalry Your Officer is the heart of your Company: without him they are null. Officers

clash, by Graham Turner © Osprey in The Pikeman's Lament are the kind of soldiers who lead by example, by heroic
Publishing. Taken from Campaign

X actions on the battlefield for their own Honour (victory points) and the pride of their
116: First Newbury 1643.

Companies. As this model represents you, be sure to paint it well!
Your Officer acquires more and more Honour and higher rank, and never leaves

your Company by choice; however, the troops in your Company may be altered

from game to game depending on the missions you have been tasked to perform.
At the beginning of each game you must decide which unit your Officer

so for example, a Pike unit including your Officer still comp
Here's a quick summary of what characterize*ur
other models:

e Officers are part of a unit and cannot leave i
e Officers move and fight as an ordinary model.
e Officers will be the last model to die in their unit. Officer 1d be

removed as a casualty but other models remain in hi remove the non-

e Officers give +1 to : ale tests for units within 12" of
the Officer's unit.

are covered below.
e Officer rules arg i Officer is in play on the tabletop and his

jour their Company gains in each mission. Honour
which allows him to get new Traits.

well advance in rank between games.

Make your Officers stand out!
Miniatures by Warlord Games and The
Assault Group. (Richard Lloyd)



The following chart explains am@©fficer up and down the ranks.
.

Honour fficers Rank

0orless d as the @ d he is — and executed!
1-20 nsign
21- Lieutenant
31-45 Captain
—-60 Major
Transferred to command a full regiment as a
Colonel

Traits
Start with a new Officer!
Basic Trait
+1 Trait
+1 Trait
+1 Trait

Start with a new Officer!

MPAIGNS

ost rewarding way of playing wargames is to take part in an ongoing

not always an easy task to run a campaign, as people come and
run of it. So we've created an easy way of running a points-based
evolving around the heroes of the game: the Officers. Over a number of
, your Officer will build up Honour, and you may compare your score to that
of your campaign rivals in a league table format — even better, divide your Honour
by the number of games you've played, for a fairer comparison.

The Officer needs to be fleshed out a bit more than in the usual one-off game. You
roll randomly for your Officer's background and Basic Trait, and record this on an
Officer roster along with your Officer's name. The roster will also help you keep track
of your Honour, current rank, new Traits and short notes about the games you play.




