
Bloody Barons  
A report on a play test game held at Entoyment store Poole.  

18th July 2019  

A Start  
This is a brief report on a game played to develop the 
forthcoming Bloody Barons 2020 edition.  

The photos are all taken in the early stages (turn 3) 
of the game. At other times we were all busy actually 
playing.  

The defending army had  a few light guns, a mass of 
retinue infantry units, a few household units plus po-
tential cavalry. The army had 14 foot units.  

 

The attacking army had a similar amount of troops 
but more levy units. The attackers had no cavalry 

units.  

The scenery consisted of a mixture of hills and woods. 
There was a bog and village too.  

 

B. The scenario  

The scenario is applied after the armies are de-

ployed. This means there is nothing to write down. 

The scenario effects are applied to the table as it is.  

The scenario created the following effects.  

¶ Defender general became the King.  

¶ Attacker converted a gentle hill into a rough 

hill.  

¶ Attacker upgraded one  of his wards (3 units) 

from levy to retinue.  

¶ The defender hada few uniost put off as being 

late along with some lost bases.  



Attacker army in the foreground.  

Markers off table are half bases.  Each unit has 8 increments of death.  

Bottom right is a marsh/boggy ground.  



Complete table Turn 3  

Attacker army on the left.  

Attacker has deployed  along his base edge and forced his left flank on to 

the far hill. The table is 4 zones in width and 4 zones in depth.  

 



Attacker army of the left.  

Defender army on the right.  

 

Nearest the camera the  de-
fender ward (right) has ad-

vanced into the face of the 
attackers.  

The defender ward has taken 
some casualties. There are 3 

units of retinue in the ward. 
The general is in the first 

unit.  The tag of paper under 
the generalôs base shows him 

to have  assaulter and morale 
attributes.  

A second defender ward 

(group of units) is in the near 
wood.  

The furthest defender ward is 
in front of the village.  

The attacker wards make  a 
constant  line in their second 

row. The table consist of four 
rows and four columns. Delin-

eated by the scenery tem-
plates.  

 

The table is 4 feet by 3 

feet. Each of the sixteen 
zones is 12 inches by 9 

inches.  



Here is the defenderôs right 

flank. The attacker is upon 

the hill. The attackers got 

thee by forcing their units 

forwards during deployment. 

The defenders also forced 

units forward, but failed to 

get the hill at the game start.  

On the hill the attackers have 

some handgunners (round 

bases), a household unit on 

the left, a retinue unit at the 

back with the general accom-

panying. The central unit is 

another retinue unit. There 

are two guns there two which 

are in the process of reload-

ing.  

Two defender units are visi-

ble in front of the hill and the 

kingôs unit is just off screen 

at lower right. After this the 

defenders launched an abor-

tive assault upon the hill. 

Then the attackers came off 

the hill and beat the king 

back to the village.  

Each scenery template 

fills a zone.  


