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 1. Sun Tzu said:  In the operations of war, where there are in the field
a thousand swift chariots, as many heavy chariots, and a hundred
thousand mail-clad soldiers, with provisions enough to carry them a
thousand li, the expenditure at home and at the front, including
entertainment of guests, small items such as glue and paint, and sums
spent on chariots and armor, will reach the total of a thousand ounces of
silver per day.  Such is the cost of raising an army of 100,000 men.

In the play of HeroScape, the raising and provisioning of an army is a matter both of acquiring

expansions and selecting units for play, and of finding and provisioning the players of the game.

Ample supplies must be provided for both.  In the case of the players, all will be well if the place

where the battle is to take place is well provided with snacks and beverages.

The cost of such things is easy to calculate: in the space of an hour, one person can reasonably

consume one 500 milliliter beverage, and 500 grams of snacks, thus at a cost of perhaps EUR

2.00 per hour of play.  If the HeroScape session then, lasts for four hours, one player will

consume EUR 8.00 worth of beverages and snacks.  If there are four players, then, one afternoon

of play may be priced at EUR 32.00.

It is not always the case that the provisioning cost should be borne by the host of the battle, but a

good host should be prepared, either by absorbing the cost themselves, or by asking guests to

bring snacks or beverages as needed.

The cost of maintaining an army is small; many armies can be packed away in boxes or drawers

to await their next call to battle.

The cost of raising an army for a given battle may be separated into the point cost assigned to

the battle, and the cost of acquiring the figures and army cards associated with them.

The costs associated with acquiring figures can be high.

It is said that there are those who sell figures for much more than their worth, seeking those who

want a specific figure for a specific army design.  Some commanders often patrol retail stores in

the regions where they live, seeking specific figures.  Some figures are not available at all times;

among these are figures used as promotional items such as Sir Hawthorne.  Some are unique to

a particular store, as is the case with the Flag-bearers, or with the Obsidian Guards of the

Volcarren Wasteland.



The principal of acquiring figures is simple: if we believe that we will gain more from acquiring the

figure than we would gain either by not acquiring it, or by waiting until we have another

opportunity to acquire the figure, then by all means, let us pay the price for it!  If not, then let us

not.

The art of selecting units based upon point costs is another matter altogether, and must be taken

into consideration after the battlefield has been selected.  Whether we must bring an army or

draft one must also be considered in our calculations.

Bringing an army allows us to be comfortable that we have units with which we are familiar.

Drafting an army allows us to react to the draft choices of our opponent.  Both have their

benefits.  Both have their disadvantages.

 2. When you engage in actual fighting, if victory is long in coming, then
men's weapons will grow dull and their ardor will be damped.  If you lay
siege to a town, you will exhaust your strength.

The game must not be too prolonged: a game that drags on brings benefit to no one, and

causes restlessness among the players.  Above all avoid making the play of a game of HeroScape

something to be avoided!

 3. Again, if the campaign is protracted, the resources of the State will
not be equal to the strain.

Supplies of beverages and of snacks will run low.  Discontent will follow.

 4. Now, when your weapons are dulled, your ardor damped, your
strength exhausted and your treasure spent, other chieftains will spring
up to take advantage of your extremity.  Then no man, however wise,
will be able to avert the consequences that must ensue.

Boredom is the enemy of all pleasant experiences.  When beverages and snacks have run low,

when the battle is protracted, and players stalk about the room, seeking distraction and

becoming irritable, then the battle is lost for all of the players.

 5. Thus, though we have heard of stupid haste in war, cleverness has
never been seen associated with long delays.

When presented with a scenario where one side or another is allowed to gather in a stronghold,

or though weaker, is able to avoid the stronger opponent, the battle will be prone to long delays.  

It is said that upon seeing the West Barbican held by well-supported troops, the Ard-rían Sethra



elected to dash her heroes against the walls, rather than endure the Death of a Thousand Cuts

from the defenders of House Dunmorgan ensconced within.

 6. There is no instance of a country having benefited from prolonged
warfare.

Altogether too often, word has reached us of battles where one army or another has chosen to

conceal themselves within strong walls as a turtle within its shell.  Such battles are invariably

spoken of as dishonorable to HeroScape, for they drain the pride and the will to battle of all who

participate in them.  

 7. It is only one who is thoroughly acquainted with the evils of war that
can thoroughly understand the profitable way of carrying it on.

Only those thoroughly acquainted with how horrid a gaming session can become when not

everyone is engaged in the game, when tempers flare and everyone is discontented can

thoroughly understand why it is important to limit the opportunity for such unpleasantness to

arise.

 8. The skillful soldier does not raise a second levy, neither are his
supply-wagons loaded more than twice.

The army here is the player, who must not over-stay his welcome at the establishment of the host

of the game.  

 9. Bring war material with you from home, but forage on the enemy.
Thus the army will have food enough for its needs.

Bring the equipment of the game—figures, army cards, dice, markers, and terrain tiles—with you

from home.  Allow the hostess of the game to demonstrate her graciousness by providing snacks

and beverages.  This principle may be relaxed in the event of the impoverishment of the hostess.

It is important that all those participating in the game are able to commit themselves entirely to

the play of the game without distraction.

10. Poverty of the State exchequer causes an army to be maintained by
contributions from a distance.  Contributing to maintain an army at a
distance causes the people to be impoverished.

Poverty of the player causes the player to be dependent upon other players for part of their army.

11. On the other hand, the proximity of an army causes prices to go up;



and high prices cause the people's substance to be drained away.

When we see that other players around the battlefield possess more expansions,  or more terrain

that we do, we often feel a compulsion to acquire more.  High prices paid for armies in limited

supply—we speak here of the Flag-bearers, and any of the expansions of Jandar's Oath—cause

the people's substance to be drained away.

12. When their substance is drained away, the peasantry will be
afflicted by heavy exactions.

When their substance is drained away, the players will be less able to commit themselves to the

game, for they will fret about the cost.

13,14. With this loss of substance and exhaustion of strength, the homes
of the people will be stripped bare, and three-tenths of their income will
be dissipated; while government expenses for broken chariots, worn-out
horses, breast-plates and helmets, bows and arrows, spears and
shields, protective mantles, draught-oxen and heavy wagons, will
amount to four-tenths of its total revenue.

With this loss of substance and strength, the player will be unable to commit themselves fully to

the play of the game.

15. Hence a wise general makes a point of foraging on the enemy.  One
cartload of the enemy's provisions is equivalent to twenty of one's own,
and likewise a single picul of his provender is equivalent to twenty from
one's own store.

Hence a wise player limits his expenditures to what he can actually afford, and asks players who

have more for permission to use their figures temporarily, in the battle, and multiplies thereby the

strength he can bring to bear

16. Now in order to kill the enemy, our men must be roused to anger;
that there may be advantage from defeating the enemy, they must have
their rewards.

That there may be advantage to victory, and for excellence of play, the players must be rewarded.

Rewards may consist of simple recognition, such as a collective cheer when a difficult situation is

resolved by means of a clever stratagem.  Rewards may also be more elaborate, such as issuing



certificates of victory signed by the host of the game and by the defeated foe, or trophies issued

for victory in a tournament situation.

17. Therefore in chariot fighting, when ten or more chariots have been
taken, those should be rewarded who took the first.  Our own flags
should be substituted for those of the enemy, and the chariots mingled
and used in conjunction with ours.  The captured soldiers should be
kindly treated and kept.

Rewards for victory and for excellence of play should be ready to hand.  Let players be recognized

for the quality of their strategies and tactics!  Rewards can take many forms.  It is not the case in

HeroScape that we can simply take the figures and army cards of defeated foes; let each group

instead establish its own means of recognizing its participants, whether with elaborate trophies, or

a simple round of Huzzahs when exceptional play is recognized.

Defeated foes should be kindly treated.  It is not in the best interest of the player that they should

inflict insults or mockery upon their defeated enemies, for a defeated adversary mistreated is one

who will not return to the battlefield, one who will move—if ever so slightly!—away from support

of the game.

18. This is called, using the conquered foe to augment one's own
strength.

There is little analogue to this principle in HeroScape, though word has reached us that there are

groups who wager some portion of their armies upon the outcome of the battle.  There are also

those who hold that the worst performer of the day should host the next game.

19. In war, then, let your great object be victory, not lengthy campaigns.

The great victory of HeroScape is the play of the game itself, the sense of challenge.  It is meet

then, that we should strive always to make the game worthy of play.

20. Thus it may be known that the leader of armies is the arbiter of the
people's fate, the man on whom it depends whether the nation shall be in
peace or in peril.

We are each of us who play HeroScape leaders of armies.  Upon the battlefield, we are always in

peril, for we do not know how fate—in the casting of the dice—will favor us.  Around the gaming

table, we should strive always to be at peace, for it is in this that we prosper and build our

community.


