Down Styphon!  A Warmaster Variant

H. Beam Piper wrote a fantastic book, “Lord Kalvan of Otherwhen”. It follows the exploits of a State Trooper and Korean War veteran Calvin Morrison in 1965, when he is plunged into an alternate earth where the technology level is around the late 16th Century. The politics is a large number of minor princedoms in a constant state of minor war, kept that way by Styphon’s House, a religious cult that long ago discovered the secret of Gunpowder, but have kept that secret to themselves. Thus they are the only supplier of “Fireseed” and use this power to keep anyone else from getting to powerful, and keep the wars small and profitable (for them).

Calvin is a clever man who knows his military history, and so when he pops into a princedom who is under Styphon’s Ban, and thus will be destroyed because they have little to no gunpowder, Calvin shows them not only how to make their own gunpowder, but begins introducing other innovations, from rifling of barrels and mounting cannons on trunnions and carriages, to how to organize, move and communicate between armies. This book is well worth reading.

This is a variant for Warmaster that allows you to use those rules to fight the battles portrayed in the book. Those interested in using Warmaster as a Rennaissance rules set will also find this useful, as it includes rules for units not covered in Warmaster but necessary for this period. Shot represents arquebus or older crossbow-armed troops, whereas Empire Handgunners would represent muskets. Pikes are well drilled pike armed troops, whereas Empire Halberdiers would be poorly trained pikemen, or other hand weapons (English Billmen, etc). For those who need to represent Spanish Sword and Buckler men, or Sweihanders of the Vorlorn Hopf, use Flagellant stats. Mobile Force Rifles of the below list are Dragoons, riding into battle but fighting as infantry. The cannons below are older, earlier cannons, with the Standard Empire cannons being most field pieces, and the 4lbs below as Galloper Guns. 

The mercenaries below reflect that although they are often better equipped and trained then regular troops, the tendency of mercenaries to run or surrender quickly in combat makes them tactically fragile, thus the lower number of hits per stand. It pays not to depend on too many mercenaries…

The army lists below reflect three basic types of Princedoms (Wealthy, Average, and Desperate) and two for Hostigos, one before the war with Nostor (Desperate Hostigos) and after (Hos-Hostigos). I will probably be making more lists later to reflect the later conflicts with House Styphon in described in the later books “Great Kings War” and “Kalvan Kingmaker” 

	Characters
	Att
	Com
	Cost

	Great General
	2
	10
	155

	Good General
	2
	9
	125

	Poor General
	2
	8
	95

	Great Captain
	1
	8
	80

	Lesser Captain
	1
	7
	45


	House Troops:
	Att
	Hits
	Save
	Cost
	Notes

	Shot
	3/1
	3
	0
	45
	Range 15cm.

	Militia Foot
	3
	3
	6
	45
	

	Pikes
	3
	3
	6
	60
	Fortified if Charged by Cavalry from the Front. May maintain Column while Charging, Advancing and Pursuing. Third stand in a Column may Support

	Peasants
	3
	3
	0
	30
	-1 Command penalty when given an order except when part of a brigade which includes units other than Peasants. No Initiative Charges. No attack bonus on Charges.

	Pistols
	3/1
	3
	5
	95
	Range 15cm. 360 degrees fire arc.

	Knights
	3
	3
	4
	110
	

	Cannons
	1/2
	2
	0
	75
	Normal Cannon rules. The guns need to be Emplaced in order to Fire or Stand and Fire. Emplacing is an additional command, like War Wagons. Once Emplaced, they may not move again during the battle, and may not be driven back. 


	Mercenary Troops:
	Att
	Hits
	Save
	Cost
	Notes

	Shot
	3/1
	2
	0
	35
	Range 15cm.

	Pikes
	3
	2
	6
	50
	Fortified if Charged by Cavalry from the Front. May maintain Column while Charging, Advancing and Pursuing. Third stand in a Column may Support

	Pistols
	3/1
	2
	5
	75
	Range 15cm. 360 degrees fire arc.

	Knights
	3
	2
	4
	90
	

	Cannons
	1/2
	2
	0
	75
	Normal Cannon rules. The guns need to be Emplaced in order to Fire or Stand and Fire. Emplacing is an additional command, like War Wagons. Once Emplaced, they may not move again during the battle, and may not be driven back. 


	Kalvan Troops:
	Att
	Hits
	Save
	Cost
	Notes

	Mobile Force Rifles
	3/1
	3
	0
	85
	Shots are –1 to target’s armor. May move 30cm in the Open, may not be Pursued by Infantry in the Open.

	Mobile Force Foot
	3
	3
	6
	65
	May move 30cm in the Open, may not be Pursued by Infantry in the Open.

	8 lb Cannons
	1/2
	2
	0
	85
	Normal Cannon rules. 

	4 lb Cannons
	1/2
	2
	0
	95
	Normal Cannon rules. May move 20cm.


Rich Prince

	Poor General
	1
	95

	Greater Captain
	-/1
	80

	Lesser Captain
	-/1
	45

	House Shot
	1/2 
	45

	House Pikes
	1/2
	60

	House Knights
	-/1
	110

	House Pistols
	-/2
	95

	House Cannons
	-/1
	75

	Mercenary Shot
	-/-
	35

	Mercenary Pikes
	-/-
	50

	Mercenary Knights
	-/1
	90

	Mercenary Pistols
	-/4
	75

	Mercenary Cannons
	-/1
	75


Average Prince

	Good General
	1
	125

	Greater Captain
	-/1
	80

	Lesser Captain
	-/1
	45

	House Shot
	1/2
	45

	House Militia Foot
	1/2
	60

	House Knights
	-/1
	110

	House Pistols
	-/2
	95

	House Cannons
	-/1
	75

	Mercenary Shot
	-/-
	35

	Mercenary Pikes
	-/-
	50

	Mercenary Pistols
	-/4
	75

	Mercenary Cannons
	-/1
	75


Desperate Prince

	Good General
	1
	125

	Greater Captain
	-/2
	80

	House Shot
	1/3
	45

	House Militia Foot
	1/3
	45

	Peasants
	-/-
	30

	House Pistols
	-/1
	95

	House Cannons
	-/1
	75

	Mercenary Shot
	-/2
	35

	Mercenary Pikes
	-/2
	50

	Mercenary Pistols
	-/2
	75

	Mercenary Cannons
	-/1
	75


Desperate Hostigos

	Great General
	1
	155

	Greater Captain
	-/2
	80

	House Shot
	1/3
	45

	House Militia Foot
	1/3
	45

	Peasants
	-/-
	30

	House Pistols
	-/1
	95

	House Cannons
	-/1
	75

	Mobile Force Rifle
	-/1
	85

	Mobile Force Foot
	-/1
	65

	Kalvan 4lb
	-/1
	95


Hos-Hostigos

	Great General
	1
	155

	Greater Captain
	-/2
	80

	House Shot
	1/3
	45

	House Militia Foot
	1/3
	45

	Peasants
	-/-
	30

	House Pistols
	-/1
	95

	Mobile Force Rifle
	-/1
	85

	Mobile Force Foot
	-/1
	65

	Kalvan 8lb
	-/1
	85

	Kalvan 4lb
	-/1
	95

	Mercenary Shot
	-/2
	35

	Mercenary Pikes
	-/2
	50

	Mercenary Pistols
	-/2
	75

	Mercenary Knight
	-/1
	90


